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Crash Bandicoot 2 


Level 1: 
Turtle Woods 


Number of Boxes: 62 


Armadillo Any attack. ah 

Spiked Turtles Jump attack, then spin when the turtle is on 
its back. 

Vultures Any jump attack. 


Box Gem Break all of the boxes. 
Special Gem Play the level a second time without breaking 
any boxes. 
Crystal Main path, just past third pit. 
Bonus Area Question mark past the Secret Area. 
Secret Area Belly Flop on the Face Plaque. 
Level 2: 
Snow Go 


Number of Boxes: 74 


Seals Any attack. 
Blocks Run past as they start up. 
Penguins Spin or Jump attack. TS 


Special Gem 
Crystal 


BON ROOM: 


Bonus Area 


puble bashing logs. 
ough the Secret Warp Path in the 
evel. 


e fish to jump past your path. 
be destroyed. 


p on their backs to cross water. 
-Kick, or Leaping Spin attacks. 


BONU JOM 


Bonus. 
Secret 


Level 4: 
The Pits 


Number of Boxes: 53 


NEMY: 


GY: 
Saw Turtles 
Vultures ttack. 
Pit Moles but spin is most effective. 


Spiked Turtles tack. — 


GEM AREAS: STRATEGY: 


Box Gem 
Special Gem 
Crystal 


BON ROOM: 


Bonus Area 
Secret Area 


Level 5: 
Crash Dash 


Number of Boxes: 44 


NEV 


Mines 
Boulders 
Electric Fences 


MAREA 


Box Gem 
Special Gem 
Crystal 


BON ROOM: 


Bonus Area 
Secret Area 


Get all of the boxes. 
Not available. 


On the left path just past the check point. 


RATEGY: 


After the branch, just past the pit. 
Not available. 


ib 


(5) A 


Jump over them. 
RUN! 
Run around or slide under them. 


D 
N 


B 
KA 


Bash all of the boxes. 
Not available. 
Just before the Bonus Room. 


RATEGY: 


After the third rest stop. 
Not available. 
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AREA 2: 
GLACIAL 


Level 6: 
Snow Biz 


Number of Boxes: 124 


BONI JOM 


Leve 
Air ¢ 


Number o 


NEM 4 


Box Gem 
Special Gem 
Crystal 

BONUS ROOM: 


Bonus Area 
Secret Area 


Level 8: 
Bear It 


Number of Boxes: 48 


ENEMY: STRATEGY: 


Seals Any attack. 
Whales Jump across the water at the place the whale just 
jumped across. 
Box Gem Break all of the boxes. 
Crystal At the end of the long, open pit. 
BON ROOM: RATEGY: 
Bonus Area Not available. 
Secret Area Not available. 


Level 9: 
Crash Crush 


Number of Boxes: 48 


ENEMY: STRATEGY: 


Boulder Run, Run, Run! 
Electrical Fences Run around or Slide underneath them. 
Mines Jump over or run around. 
Box Gem Break all of the boxes. 
Crystal Just past the Bonus Room. 
BON AREAS: RATEGY: 
Bonus Area After the boulder crashes. 


Secret Area Not available. 
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Level 10: 
The Eel Dea 


Number of Boxes: 80 


NEM 


Electric Eels ) in the water when it’s glowing. 


Rats 


the boxes. 
fter the Bonus Room. 
of the Secret Area. 


fter the Secret Area. 
igh the dead end. 


o Mo Comodo Joe 


spinning br e drops from dizziness. Avoid the second 
he pattern E 


e . 


over or edge past them. 


after they’ve passed. 
or go around them. 


GEM AREAS: __ STRATEGY: _ 2 
S 
Box Gem Break all of the boxes. OS 
Crystal Past the Four Plants Path. oO 
Special Finish the level quickly. S 
2 D B < 
BON ROOM: RATEGY: [aa] 
as 
Bonus Area After the second TNT box and plant. N 
< 
aa 
Q 
Level 12: 
Sewer or Later 
Number of Boxes: 56 
NEMY: RAT : 
Eels Cross the water only when it’s not glowing. 
Welders Spin attack. 
Robots Any attack. 
Rats Jump on their backs only. 
Fan Blades Jump on the robots to smash the blades. 
M_AREA RATEGY: 
Box Gem Break all of the boxes. 
Crystal Past the box wall. 
Special Must have the Yellow Gem. 
ON ROOM: RAT 
Bonus Area Past the Green Gem. 
Gem Path Past the first check point. 
Level 13: 


Bear Down 


Number of Boxes: 51 


ENEMY: STRATEGY: 


Whales Jump across the water where the whales go in. 
Lab Assistants Jump under or over the obstacles they place 
in front of you. 


Seals Any attack. 


BON ROOM: 


Bonus Area 
Gem Path 


Level 14 
Road 
Number o 


Level 15: 


Number of Boxes: 58 


Unbearable © 


of the boxes, including the warp area. 


wall. 


d or slide under them. 
or run around them. 


BON ROOM: 


Bonus Area 
Secret Area 
Secret Level 26 


Boss: Tiny 


Level 16: 
Hangin’ Out 


Number of Boxes: 93 


- 
i> 

D> 
AO 
[D> 


RAT 


Must get Secret Areas. 


Just past the wooden planks. 


RATEGY: 


Just past the crystal. 
Just before the crystal. 
Retrieve the Baby Bear. 


ie Cg Stay in front of Tiny by jumping from platform to plat- 
j ' | form, luring him into jumping to a fallen platform. 


Any attack. 
Spin attack. 
Jump over them. 


RATEGY: 


Complete the secret path. 
Left branch at the dead end. 
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BON ROOM: 


j op, through the door. 


Bonus Area 

Secret Area in water floor drop. 

Secret Level jater drop, walk backwards. * 
Level 17: 
Diggin’ It 
Number of Boxes: 


inderground and spin attack. 
und it. 
or run out of their range. 


e hard path. 
h after the double grenade-spitting 


the plant on the center ledge before 
ation point box. 


Level 18: 
Cold Hard C 


Number of B 2155 


NEMY: 


ard path, then back track to the easy 


o boxes after returning to main level. 
hard path. 


Bee-Having 


Number of Boxes: 100 


Level 19: = 
Ruination 5 
‘= 
Number of Boxes: 84 (d) 
= 
NEMY: RAT = 
faa) 
Monkeys Any attack. aed 
Plants Slide attack. 2 
Log Gorilla Spin attack. oc 
Rats Any attack. © 
M AREAS; RATEGY: 
Box Gem Break all of the boxes. 
Crystal Complete the gem path. 
Special Must have Green Gem. 
Level 20: 


NEMY: RATEGY: 
Bees Burrow or spin attack. 
Lumberjacks Spin attack or burrow, then spin. 
Armadillos Belly flop to break armor before attack. 
Hunters Spin attack. 
M_AREAS: RATEGY: 
Box Gem Complete the Secret Area. 
Crystal Past the Bonus Room. 


Special In Secret Area. 


Shoot the gun arms off when they’re 
laser shots. Shoot the red countdow 
craft’s shoulders. 


Level 22: 
Rock It 


Number of Boxes: 39 


NEM Y: RATEGY: 
Mines Fly around. 
Lab Assistants Spin attack. 
M_AREAS: RATEGY: 
Box Gem Break all of the boxes. 
Crystal Past the second set of loose cables. 
BON ROOM: RATEGY: 
Bonus Area Not available. 
Level 23: 


Night Fight 


Number of Boxes: 46 


NEMY: RA : 


Rat Any attack. 

Plant Any attack. 

Robots Maneuver around. 

M_AREAS: RATEGY: 

Box Gem Must complete hard path. 

Crystal Main path before Bonus Room. 

Special Complete hard path. 
Level 24: 


Pack Attack 


Number of Boxes: 46 


Lab Assistants Spin attack. 
Mines Fly around. 


e Gem transport. 


Jet-pack toward him at full throttle, th him when 


you’re close. Dodge the asteroids and 


SECRET WARP ROOMS a 
— 
T 
oz 
© 
Door 1: = 
Air Crash to Snow Go = 
faa) 
e 8? Z 
: f A e P Replay the level. Instead of climbing on the Jet Ski to A 
a > continue the path as you did before. Jump from crate to fax 
f e EA i crate and land on the ledge to access the warp. Q 
r Pree 


Door 2: | 
Bear Down to Air Crash 


X 
= 
> 52 a 4 en Hit the exclamation point at the exit, then hop across 
ae A the icebergs to reach the large center berg and access 


h the warp. 


s 


Door 3: 
Diggin’ It to Road to Ruin 


ess 


Sale _ Replay the level and go back to the plant sitting on the 
a ea y small round ledge. Belly flop the plant to reach the 
Le warp room, then take the portal to Road to Ruin. 


Secret Level 26: 


Totally Bear 


Number of Boxes: 40 


No Bonus Room on this lev 


Number of Boxes: 44 


Bonus Room is just past the check p 


i) 


Tomb Raider II 


Guards 


Whether you’re facing gun-wielding or club-clutching foes, the best strategy for defeating the 
guards is keep some distance between you by hopping backward (if they’re advancing) and fill ‘em 
with lead. Don’t underestimate the club-carrying guards. Those clubs can cause some nasty dam- 
age to danger-loving damsels. 


Snipers 


The only good thing about snipers is that they will run around taking pot shots at you on their way 
by. Your strategy for them is simple... let them do all of the work, and shoot them as they pass. For 
the snipers that won’t put much distance between you, look for an opening as they’re walking 
away, then scramble onto the ledge, or whatever you’re trying to reach, then pull out that pistol 
and start firing. x 


Frogmen 


Guards under water. Don’t think for a minute that these henchmen are “all wet.” These guys are 
worse than their dry counterparts. The only weapon you have to battle these guys with is your har- 
poon gun, and it’s tough to hit anything with it! Save your air, swim/dodge the frogmen, and get 

out of the water. Don’t think you’re safe just because you made it to terra firma. The frogmen will 
shoot you from the water. As soon as you hit dry land, either get out of range or take out the frog- 
men permanently! 


Lions and Tigers and Spiders—Oh My! 


Whether they fly in the air or crawl on their bellies like a reptile, these TR2 critters are not to be 
taken lightly. The lions and tigers are pretty easy to take out as long as you have ammo, and since 
your pistols are never empty, you shouldn’t have any problems. 


The spiders are pretty easy to pick off with your pistols, but you need to keep a little distance 
between them and you. If you don’t, you won’t be able to shoot the little buggers. 


Don’t underestimate the power of the beak. The ravens that wander the TR2 screens are not to be 
ignored. Don’t let them get on top of you or you won’t have any maneuvering room. Keep some 
distance between you and the feathered flock and you should be okay. 


Beware of thesharks and barracuda. You already have a problem dealing with that lack of air 
thing. Couple that with a harpoon gun that’s almost completely ineffective, and top 

it with a creature that swims through the water with the greatest of ease, and oh, 

did | mention, it has six-inch fangs? Word to the wise on any of the water areas: Get 

in, get out, have a nice day. 
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BARTOLI S HIDEOUT 


Level 1: 
THE GREAT WALU 


ENEMI 


Guards 
Bat Men 


Tigers 
Vultures 
Spiders 

Wall Darts 
Floor Spikes 
Rolling Blades 


Special Item: 
Stone Dragon 
Guardhouse Key 
Rusty Key 


Jade Dragon 
Gold Dragon 


Level ?: 
VENICE 


ES e 


Guards 

Bat Men 

Rats 

Doberman Pinschers 


Special Wem: 
Boathouse Key 


Stone Dragon 
Gold Dragon 
Steel Key 
iron Key 


Jade Dragon 


Level 4: 


Location: - 

In Tiger Den. 

In underwater tunnel. 
On — ledge in 
Guardhouse. 

After Rolling Blades. 


Before taking the 
Pulley to the ground 
below. 


Location: 

From Sniper on 
Balcony. 

In the Rat Hall after 
you get the boat. 
After the waterfall 
under water. 

From the guard at 
the second boat. 
After the bat man on 
the dock. 


Above the bat man 
doc 


Rats 
Doberman Pinschers 
Fire 


Special ltem: 
Stone Dragon 


Library Key 


Gold Dragon 


Detonator Key 
Jade Dragon 


Detonator 


Level G: 


Location: 

Hidden in the wall, 
at the top of the 
stairs after shooting 
the sniper. 


In the wall safe to 
the left of the 
third chandelier. 


Under water, after 
pulling the switch 
outside of the 
library. 

In the boathouse. 


Opposite side of the 
awning before 
jumping to the wall. 


Short wall across 
from the boathouse. 


OPERA HOUSE 
ENEMIES: = 


Guards 

Bat Men 

Doberman Pinschers 
Rats 

Swinging Blades 
Rolling Boulders 
Broken Glass Shards 


Special litem: 
Ornate Key 


Stone Dragon 


Gold Dragon 
Ornate Key 


Jade Dragon 


Location: 
Shimmy to the 
platform across 
from the roof. 
Underwater after 
flipping the electri- 
cal switch. 

Above the elevator, 
up the ladder. 

On the platform 
above the fan. 

In the ductwork 
past the fan. 


LeveL 7: 
40O FATHOMS 


Level 5: 
OFFSHORE RIG 


Guards 


Bat Men Great White Shark 
Frogmen Guards 
Doberman Pinschers Barracuda 
Fire 

Special Item: Location: — 
Yellow Pass Card On the plane, 

dropped by a sniper. Special Item: Location: 
Jade Dragon Under water, through Stone Dragon Avoid the col- 


the window and the lapsible floor 


Red Pass Card 


tunnel opening. 
Top of ladder, 


panels as 
you walk across 
the room to 


dropped by sniper. E 
After Red Pass Card, Stone Dragon 
climb the ladder. secret. 


Stone Dragon 


Green Pass Card Past the Green Key fore th 
Door, through the Pesman ara fe 
trapdoor. wall switch and 

Gold Dragon Bottom of the large jump through 
pillar farthest from the now- 


entrance. opened 

door. The Jade 
Dragon is on 
the bottom of 
the ocean floor 
by the reeds. 


Level 6: 
DIVING AREA 


Gold Dragon Swim up 
ENEMIES: through the 
hallway and flip 
d the switch. 
Guards Swim back to 


Frogmen the bottom and 
Doberman Pinschers flip the next 
Flame-thrower switch. Don’t 
grab the 
Dragon now. 
Instead, swim 
back to the top, 
get some air, 


Location: 
Past the Blue Card 
Door at the other end 


Special Hem: 
Blue Pass Card 


of the room. then yim pack 

Stone Dragon In a hole that is in the ana aab the. 
middle of the Dragon before 
slope leading to the returning to the 
radioactive water. top. 


Push the button in 
the Secret Area next 
to the orange tank. 
Swim to the bottom 
of the pool and into the 
newly opened area. 


Press the switch next 
to the Red Pass 

Card. When you reach 
the final room, go into 
the next room and pick 
up the Gold Dragon. 


Jade Dragon 


Gold Dragon 


Live. 8: 


WRECK GRE 
MARA BGR 


MENEM DE Said ses 


Guards 
Moray Eel 


Great White Shark 
Broken Glass Shards 


Special Hem 
Stone Dragon 


Rest Room Key 


Rusty Key 


Jade Dragon 


Cabin Key 


Location: 

Past the first set of 
boxes, there is a 
hole in the ceiling. 
Go through the 
hole and take out 
the two guards. 
The Stone Dragon 
is in the hole in 
the floor. 


In the Ballroom, 
walk to the hole in 
the floor (keeping 
away from the 
glass) and run into 
the hole, landing 
in a hallway that 
will lead to the 
Rest Room Key. 


Unlock the door 
with the wheel and 
upon entering, 
drop down a level. 
Move the box to 
reach a switch that 
opens a door 
above you. Enter 
the door and move 
up the ramp. After 
taking out the 
guard, move the 
box and grab the 
Rusty Key. 
After getting the 
Rusty Key, drop to 
the floor below 

ou and move the 

oxes to reveal a 
hallway. Past the 
barrel trap and get 
the Jade Dragon. 


In the water out- 
side of the large 
windows, the 
Cabin Key lies on 
the ocean floor 
just past the low 
rocks. 


WRECK OF THE MARIA DORIA (cont.) 


Gold Dragon 


Leve 9: 


Grab the Gold Dragon 
after picking up the 
Cabin Key as you 
head back to the trap- 
door. 


LIVING QUARTERS 
ENEMIES: o o aa 


Guards 
Frogmen 
Moray Eel 
Barracuda 


Special Jtem: 
Stone Dragon 


Gold Dragon 


Jade Dragon 


Theater Key 


Location: 

After switching off the 
burners, go back and 
travel along the tops 
of them and you will 
see the Stone Dragon 
on the ledge across 
from the last one. 


Drop through the col- 
lapsible floor and 
grab the Gold Dragon. 
Then pull yourself up 
to the ledge above. 


After shooting the 
barracuda, break the 
floor tile, but don’t 
jump in yet. Shoot 
the second barracu- 
da, then drop down to 
get the Jade Dragon. 


Beneath the balcony, 
move the box in the 
pit and get the 
Theater Key. 


Leve 10: 
THE DECK 


MENEMIES: =. = == ENEMIES: 


Flame-thrower 
Guards 

Barracuda 

Great White Shark 


Special liem: 
Stern Key 


Cabin Key 


Stone Dragon 


Gold Dragon 


Storage Key 


Jade Dragon 


Location: 

Jump into the 
pool on the 
right. Swim to 
the left and get 
out of the pool. 
The Stern Key on 
the ledge. 


Inside of the raft. 
Access the raft 
from the Secret 
Area above. 


Across from the 
raft, in the box 
area, swim to 
the left of the 
raft and go 
underwater. The 
Stone Dragon 
sets among the 
reeds. 


Through the 
water tunnel to 
the pool, the 
Gold Dragon is in 
the area where 
the frogman 
emerged from. 


At the end of the 
water tunnel, 
turn left and fol- 
low the wall to 
the Storage Key. 


From the orange 
roof, run/jump 
into the cave 
opening. The 
Jade Dragon sits 
inside. 


Leve T1: 
‘TIBETAN FOOTHILLS 


Eagles 
Stalactites 
Leopards 
Guards 
Snowballs 


The best way to 
success against 
the snowballs is 
avoidance. Watch 
For the pattern, 
then leap over or 
run past their 
damaging rolls. 


Location: 


On the cliff above 
the Hut. 


After flipping the 
switch and going 
through the gate, 
go into the cave 
on the left to 
claim the Jade 
Dragon. 


Down the tunnel 
in the caves, go 
down the ladder. 
The Drawbridge 
Key is inside the 
next cave. 


After finishing off 
the machine gun 
wielding snowmo- 
biler, grab the Hut 
Key that rests in 
the middle of the 
open area. 

To the left of 
where you picked 
up the last 
armored 
snowmobile. 


Special Hem: 
Stone Dragon 


Jade Dragon 


Drawbridge Key 


Hut Key 


Gold Dragon 


—— —— 0MB RAIDER | 


MISSION 17: 
BARKHANG 


MONASTERY 


MENEMIES@ 


Crows 
Guards 


Priests (only when confronted) 


Rolling Boulders 


Special fem: 
Main Hall Key 


Prayer Wheel #1 


Strongroom Key 


Rooftop Key 
Gemstones 


Prayer Wheel #2 


Gold Dragon 


Stone Dragon 


Prayer Wheel #3 


Trapdoor Key 


Jade Dragon 


Prayer Wheel #4 


Prayer Wheel #5 


Location: 
Walkway above the 
Monastery’s main 
area. 


Past the set of 
burners. 


Get it from the 
Monk after clearing 
the large statue 
area. 


In the strongroom. 


In the glass case in 
the courtyard. 


After putting the 
gemstones in place, 
the door behind will 
open with the sec- 
ond Prayer Wheel 
inside. 

Down the hall from 
the statue. 


Water-filled room to 
the left of the 
hallway. Before 
draining the water 
swim up to the lit 
opening to get the 
Gold Dragon. 
Beneath the statue 
in the water room 
after draining the 
water from the 
room. 


In the tunnel past 
the gauntlet and 
blade traps. 


Past the Trapdoor 
Key room, navigate 
past several blade 
traps to a room with 
the Jade Dragon. 


Through the trap- 
door, on top of the 
building after cross- 
ing the bridge. 

Past the trapdoor, 
out the window, 
and up the ladder. 


MISSION 14: 


CATACOMBS OF 
THE JALION 


Leopards 
Icicles 


Snowballs 
Yeti 


A Few well-placed 
uzi shots take care 
of the Yeti, slow and 
Fast-moving alike. 


Special Item: Location: 
Stone Dragon Shimmy to area 
above first room after 


the entrance level. 


Down the stairs from 
the large room, 
above the water, ina 
cage. 

In the water that lies 
beyond the high wall. 


Look for the hanging 
ladder, beyond the 
next water area, the 
Jade Dragon sits on 
top of the ledge. 
(This ladder is hard 
to see.) 

In the spike room, up 
the ladder to a ledge 
above. 


Tibetan Mask #1 


Tibetan Mask #2 


Jade Dragon 


Gold Dragon 


MISSION 15: 
‘TEMPLE OF XIAN 


MISSION 14: 
ICE PALACE 


MENEMIES: = ų [EENMES =S 
Yeti Eagles 
White Tigers Spiders 
Snowballs Fish 
The Guardian 
Special Item: Location: 
Gold Dragon Perform a backflip 


Grenades work 


best against 


Guardians. Also 


before going over . 
the falls. The Gold 
Dragon is on the 


remember that, ledge above. 
moving quickly, Stone Dragon Up the ladder above 
the water from the 


the white tigers 
can’t combat 
readied shooters. 


beginning, shimmy 
your way to the 
Stone Dragon. 


Do a Dragon Seal e e 
z 5 za rop, climb to the 
A sacri i oe gl top of the ledge to 
ibetan Masi Past the white get the Dragon 
tigers, up the Seal. 
ramp. 
Gold Dragon Past the white at oscar 


tigers, up the 
ramp. 


down the white 
bricks and spring 


Gong Hammer Hidden in the up to the Jade 
ice — Dragon. 
Melt the Gold Key Through the trap- 
— and get door, in the water 
the hammer. near the grate. 
Stone Dragon After mi Silver Key After going through 
= al the grating the Gold 
avalanche, Key opened, the 
jump to the Silver Key is past 


ramp to grab 
up the Stone 


the ceiling grate. 


Dragon. Main Chamber Key Past me oor 
" opened by the 
Talion amer- Silver Key, the Main 
ing tl h gong, Chamber Key is on 
cone 4 * top of a tall pillar. 
Jade Dragon In the Talion 


room. 
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MISSION 16: 
FLOATING JSLANDS 


| - =- =n i 


Floating Demon 
Xian 
The Dragon 


Pistols are effective 
against the Floating 
Demons. Just don’t 
let them get too 


close. 
Special Item: Location: 
Mystic Plaque #1 On the small 
island below 
where you 
killed the first 


Jade Dragon 


Mystic Plaque #2 


Stone Dragon 


Gold Dragon 


Floating Demon. 
Inside the building 
after getting the 
Mystic Plaque. 
Past the trapdoor 
in the building. 
On the left of the 
bridge that leads 
to the Mystic, 
Plaques Door. 

At the end, past 
the lava. 


Madden NFL 98 


STRATEGY BREAK OUTS 


If Defense is a chore, Offense is an exhilarating challenge. Outwitting a defender is the high point 
of individual competition for any football anarchist. MADDEN NFL 98 offers a nice variety of 
Offensive plays. You can soar through the air and crush a receiver’s chest with a pass laid squarely 
on the numbers, or you can play the role of football reactionary and play some vintage Madden 
smashmouth football, ramming the ground game down your opponent’s throat. 


Running Plays 


Running the ball is a great way to get the Defense off balance and draw in the Defensive backfield, 
opening them up for a killer Play Action Pass. 


OFF TACKLt 


This is a solid running play if used in 3rd-and-3 or 1st- 
and-1o situations. If executed at an appropriate point in 
the game, the RB can come up golden, and a good 
Offensive line will knock the Defense on its collective 
butt. Fast or slow, the RB should be able to hit the hole 
without a problem and if the Defense is Blitzing a CB, 
the user should be able to run for days. 


On the downside, as with any running play, surprise is 
the key. Run it too often and you might as well just turn 
off the console and watch a video, because you’re not 
going anywhere. If the defender runs a 4-3 Defense, or 
you spy a Safety creeping toward the line, Audible out of 
this play—neglect to do so and this fortune teller pre- 
dicts a big loss of yards in your future. 


COUNTER 


This is a classic play in any set. With a speedy RB, the Counter can catch the defense napping 
at any given time. The counter will enable the Offensive player to draw the Defense 

one way, and then crack back with a RB for a big gain. Use it sparingly on 2nd-and- 

short situations. 


YA 


On the other hand, never (and we would like to reinforce this NEVER) use this play when on the goal 
line or without your featured Back. This is a slow-developing play that could leave a sluggish RB with 
a fast-developing coma if caught by a LB coming hard up the middle. 


Divt 


Right or left, Fullback or Halfback... it makes no difference. This is a classic smashmouth running play. 
This is the stuff that audiences pay to see. This play is based around the mathematical truism that the 
shortest distance between two points is a straight line, making it perfect for goal line or 3rd-and-short 
situations. A well-timed shoulder charge can lead even an undersized RB to godlike status. There’s an 
endzone dance in your future if you execute this play in the right way at the right time. 


Not that it’s perfect for all situations, of course. They say variety is the spice of life and its the lifeblood 
of successful football. Run this play too often—no matter how successful it has been—and that Liquid 
Al will melt it down. Run it against a five-man front and you’re gonna die. 


Passing Plays 


FB Sirak (PRO FORM) 


This play brings the FB out of the backfield ona 
Fly Pattern, and brings the TE underneath. The 
thought of a 4-4 40 RB matched up against a 5- 
2 40 LB on a Fly Pattern should send chills 
down your spine! 


This is perfect for 1st-and-10 or 3rd-and-6 situa- 
tions. The TE underneath is a great advantage 
for this play because if the RB is covered, then 
the TE is open. A killer play, it can either break a 
game open or sustain a drive. This is a Zone 
killer. 


If the defense is in a Man-to-Man coverage, 
however, then your QB could be picked off, 
rushed or sacked. Send a man in motion if pos- 
sible to see what coverage you will be facing. If 
the ball is caught in front of a Safety or a quick 
LB, pray your player’s head stays in the vicinity of his shoulders. 


Pray ACION CSINGLE BACK ) 


Bring them in and fake them out; classic trickery for a seasoned vet. This play can make or break 
you—or, more to the point, make or break your QB. 


Run the ball on first or second down in consecutive series. This will make the Defense think twice 
when second down comes around again. If they bite on the run, they will sadly discover it’s a Play 
Action Pass. Looks like a run, smells like a run—but it’s really a pass! Fooling the “D” shouldn’t be a 
big problem if this play is preceded by several running plays 


However, this great upside reveals a vicious, hideous downside! Running this play naked with no 
setup could leave your QB crushed or a receiver reamed. The 3-4 Man will eat this play alive and the 
3-4 Storm will also turn out badly for you unless you set it up with a run. 


O 


Audibles 


The use of Audibles gives you the ability to change the play at the line of scrimmage. 
Remember that the key to a successful Audible is maintaining the same formation. Going 
from a full-out pass play to a running play, you always run the risk of having the wrong 
players on the field. 


GENERAL NOTES: 


Because MADDEN uses an actual Play Clock, this game moves with relentless 
speed—if you don’t call your play quickly enough, line up and get it off or 
you’re going to be smacked with a Delay of Game penalty. So read through 
the Play section of this chapter and memorize the play branches. 


Walk before you run. Learn to throw a short yardage pass and run off tackle 
before you start tossing Flea Flickers into your repertoire. Razzle dazzle is 
great, but it’s only for the experienced. 


In earlier versions of MADDEN, the ideal run scenario was to head for the 
sidelines, then hustle directly for the goal line. EA Sports’ new Liquid Al 
makes that tactic obsolete. More than ever, the player under your control 
should follow the designated routes, adjusting only when required. 


If you’re running wide in this version of the game, you’d better have a blocker. 
Try a standard HB Toss out of the Pro Set and watch a Defensive LB pancake 
your runner for a launch. 


Sometimes, a team with two strong WRs will draw double coverage. This 
often leaves the TE in a one-on-one situation with a LB. After the reception, 
throw a deke or other ploy to fake out the LB and go for the gusto (i.e., 
Normal/Far/HB Screen; Jumbo/Near/Play Action; and Normal/|/Quick Slant). 


Drop the occasional run up the gut out of the “I” with the HB running lead—it 
will catch the Defense napping if used sparingly. 


When passing, start off with high percentage, short yardage passes to the 
Backs (i.e., 3 Wide/Pro/Curls; 3 Wide/Near/FB Flat; and Normal/I/HB 
Screen). 


On deep pass plays, look to isolate a WR in Man-to-Man coverage (i.e., 4 
Wide/Single/Slants; Normal/Pro/All Streak; Normal/Pro/Slant; and 4 
Wide/Shotgun/Hail Mary). 


MADDEN 98 


DEFENSE 


STRATEGY 
BREAK OUTS 


Defense is the generally the difference 
between the thrill of victory and the agony of 
defeat. In MADDEN’s Defensive scheme, you 
mostly live or die by the Blitz. A fast Blitzing 
CB can be the difference between a loss of 
ten yards for the Offense or a huge potential 
gain. 


Blitzing comes in several flavors. Bring a 
player from almost any position to cause 
nightmares for the QB. Let’s look at the 
advantages and disadvantages of several 
types of Blitz. 


Nickel Blitz 


A good Blitz to run from the Nickel set is the 
“Inside Blitz.” It’s good on 2nd-and-long or 
first down situations. This formation will 
bring a MLB and an OLB into the box with the 
other four down Linemen free to rush the QB. 
The Nickel Blitz can stop a run behind the 
line or stop the QB from looking downfield by 
creating pressure on him. 


If this Blitz is picked up, although rare, you 
can give up six to eight yards through the air 
to the TE, or 10-12 yards on the ground toa 
sweeping RB. 


The 3-4 Defense is the ultimate defense to 
run the big Blitz with. This formation gives 
your backfield all the time in the world to 
cover the outside receivers and will stop any 
good RB in his tracks. 


3-4 Storm Blitz 


This play is good for many occasions, just don’t call 
it back-to-back! The 3-4 Storm Blitz brings three LBs, 
both MLBs, and an OLB. It will stop the runner on the 
inside, with the MLBs filling the holes. It should also 
shut down a RB sweep due to an attacking OLB. It 
pressures the QB into making quick decisions— 
unless he thinks fast on his feet, his world could 
come crashing down. 


Although Storm is an effective Blitz, it can be beaten 
by a Screen, a RB in the flat, or a slanting receiver. It 
is almost impossible, however, for a running play to 
defeat it. The only major downside to the Storm is, 
again, a tendency for coaches to call it too frequent- 
ly. Remember that Liquid Al—or the brain inside your 
human opponent’s head. Do anything too often and 
you’ll run directly into the teeth of failure. 


GENERAL NOTES 


liE Madden is a smart guy. Take the time to 
read his analysis of both teams before 
each game. 


IiE The Helmet-Cam is a great gimmick, and 
looks spectacular on replays, but we 
don’t recommend playing an entire game 
in this mode. Since this isn’t VR, you sim- 
ply can’t see enough of the field from a 
first person POV. 


Defensive teams with a lot of Speed can maximize this 
virtue by making extensive use of the Nickel and Dime for- 
mations. This works because these formations replace 
Defensive LBs with Defensive Backs, allowing you to maxi- 
mize that speed to either cover receivers or swarm a ball 
carrier. In addition, if that speed allows the Defensive 
Backfield to penetrate the Offensive Line quickly enough, 
they will be able to pressure, if not outright sack, the QB. 


On Blitzes—or even when just showing Blitz—take control 
of the LBs and inch them toward the line. Play mind games 
with the computer Al or your opponent’s mind—make them 
think the Blitz is coming, then drop back into pass coverage 
or charge full ahead. 


When first starting to learn the game, don’t take personal 
control of Linemen unless you want to use a diving tackle 
against a specific Offensive Lineman. In fact, while on 
Defense, it’s best to limit your control to the MLB, since he 
usually doesn’t interfere with pre-set routes. 
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CODES & CHEATS 


Bonus Teams 


Enter the following names in the “CREATE PLAYER” menu: 


Team: 


EA Sports Team 


Tiburon Team 


All Time Leaders 
All Time All Madden 


All “60s Team 
All ‘zos Team 
All ‘80s Team 
NFC 
AFC 


Name: 

ORRS HEROES 
LOIN CLOTH 
LEADERS 
COACH 

PAC ATTACK 
STEELCURTAIN 
GOLD RUSH 
ALOHA 

LUAU 


Hidden Stadiums 


Enter the following names in the “CREATE PLAYER” menu: 


Stadium: 
Astrodome 


Cleveland Browns Stadium 
Old Oakland Stadium 

Old Tampa Bay Stadium 

Old Miami Dolphins Stadium 


RFK Stadium 


Tiburon Sports Complex 


Wild West 


Name: 
JETSONS 
DAWGPOUND 
SNAKE 

BIG SOMBRERO 
DANDAMAN 
OLDDC 
SHARKSFIN 
GHOST TOWN 


Team Power-ups 
Enter the following names in the “CREATE PLAYER” menu: 


Power-up: 


Improved Defensive Backs 


Good Hands 


Improved Kicks 
Stronger Stiff Arming 


Name: 
Leech 
Gloves 
Bigfoot 


Jackhammer 


‘THE RULES OF THE GAME 


The structure of Croc gives you a choice. Either you 
can simply play through the game, collecting as 
many Gobbos and colored Crystals as you see fit, or 
you can go for the gold ring by searching out each 
and every item, bonus stage,’secret island and 
Jigsaw Piece. Croc is packed to the hilt with secrets 
and in order to unlock them all, you’ll need to put in 
the effort. 


There are two secret stages on each island. To unlock them and 
make them accessible, you’ll need to find and rescue each and 
every Gobbo during your journey. The stages will appear immedi- 
ately after each boss level, so if you’ve managed to find every 
Gobbo up to that point in the game, the secret stage will pop up. 
The purpose of each stage is to collect another jigsaw piece. There 
are no Gobbos or colored Crystals to collect, just one puzzle piece 
to grab and the level will be over. Once you unlock all eight secret 
stages and collect all the Jigsaw Pieces, Croc will then be able to 
form a full picture... of the fifth secret island! Only after you defeat Baron Dante on the fourth island 
and form the puzzle, can you continue your adventures through five more levels to face the last 
incarnation of the Baron and to rid Croc’s world of him forever. 


Croc Tips 


On each stage of the game, excluding the Boss levels and the 
Lt secret stages, there are six Gobbos to rescue and five colored 

< ae Crystals to collect. The Crystals will give you access to the 
Rainbow Door room at the end of the each stage. Sometimes, the 
Rainbow Room will harbor a lonely Gobbo, so it’s imperative that 
you comb through each level for all the colored Crystals. 


B'S 


Most Gobbos are out in the open, along with the colored Crystals, but once in awhile, they’ll be tricki- 
er to find. Most missed Gobbos are hidden in the Rainbow room, while the colored Crystals sometimes 
masquerade as white Crystals until you touch them. So, in order to successfully complete each level, 
make sure to grab each and every Crystal so that you won’t miss out on being able to enter the 
Rainbow room and grab that last Gobbo! 


Boss STRATEGIES 


Throughout your journey in Croc, you’ll have to do battle with some rather nasty henchmen working 
directly under Baron Dante’s control. The rule of thumb for the majority of them is the good ol’ “three- 
hit” rule that’s become the standard for most platformers. Run, dodge, then wait until the boss paus- 
es to enact your attack. Three good hits on them and they’re goners most of the time. But the differ- 
ence between each boss is their various attacks and moments of vulnerability. Read on to gather the 
information you need to lay waste to Dante’s evil plans and to return Croc’s world back to its usual 
peace-loving state. 


Fighting the Feeble 
Clevel 1-B1) 


Since this is your first boss, they’ve decided to take it easy 
on you. Prepare to do a lot of running, but try not to stray 
too far away from Feeble when you do. He’ll chase you 
around a bit, then eventually he’ll pause to wave his arms 
around. When he does, this is your chance to run up and 
tail whip him. This is the only time that he’s vulnerable; 
any other time, you’ll sustain damage if you touch him. Run from him again, then wait for his arm-wav- 
ing moments to tail whip him. Do this three times and he’ll return to his former state and you’ll move 
onto the next level! 


The Big Match with Flibby 
Cevel 1-B2) 


Once you enter the ring with Flibby, you’ll have to watch her move- 
ments very closely. Your main objective during the match is to wait until 
she’s out of breath to attack. Each time you successfully hit her, she’ll 
add a new attack into her repertoire, so watch for them. When you 
begin, she’ll chase you around a bit and when you get close to her, 

she’ll attempt to right hook you. Avoid her punch and she’ll start panti- 

ng. Take this as your opportunity to tail swipe her and knock her onto 
her back. Once she falls onto her shell, jump onto her belly and stomp it! This is the way you’ll do 
some damage to her. When she gets up and attacks you again, she’ll add in a two-handed pounding 
with the previous right hook. Dodge both attacks and wait for her to start panting again. Now repeat 
your first attack to move Flibby into the final bout of the round. She’ll now have a third move in her list 
of attacks: a kamikaze arm flail! She’ll follow it up with both the pound and the punch. Avoid them all, 
then move in when she again appears out of breath. Tail swipe her, then buttstomp her belly to win 
the match and transport to the second island! 


Chopping Down Chumly 
(Level 2-B1) 


Doing battle with Chumly will take a lot of 
patience and some fancy footwork. When he 
begins flying around with his jetpack, simply 
avoid being directly beneath him. When he gets 
close enough to you, he’ll slam down on the 
ground in an attempt to crush you. Use his 
groundtime as an opportunity to smack him with 
either a stomp to the head, or a solid tailwhip. 
He’ll shake it off, then begin the process over again. You’ll be able to repeat your attack whenev- 
er he falls to the ground. Do it three times in order to defeat him. 


Sticking it to ltsy 
(Level 2-B2) 


Doing battle with Itsy is a little more complicated than it would 
appear at first. Take into consideration the amount of room 
within the small ring and the slippery surface when you’re 
dodging the mini-boss. Itsy is fairly slow, so you’ll have plenty 
of time to avoid his attacks, but make sure that once he tries to 
smother you with his weight—you’re there to smack him back 
with a nicely placed tailwhip! Once you do this, Itsy will split 
into two identical creatures! Don’t panic, all you need to do is 
concentrate on one Itsy at a time and do exactly what you did the first time around. Wait for an 
Itsy to make an attempt to sit on you, then counterattack him immediately afterwards. After you 
swipe one of these guys, they’ll now split up again into the final form of Itsy. The small Itsies are 
fast and somewhat difficult to avoid. Keep either airborne, by continually jumping and stomping 
the ground closest to the rolling creatures. You'll most likely be able to take most of them out 
this way. The other way you can get rid of them is to tail swipe each one. When the last Itsy has 
been laid to waste, you’re all set to move on to the Desert Island! 


Fishing for Neptuna 
(Level 3-B1) 


Once you get the hang of controlling Croc under- 
water, you'll have to put your newfound abilities 
to the test when you come face to face with 
Neptuna. Your major obstacles when fighting 
Neptuna won’t necessarily be the mini-boss’ 
attacks, but your knack at controlling Croc’s 
swimming skills. Like with the other bosses that 
you’ve encountered, you’ll have to be quick when attacking, in order to avoid missing any oppor- 
tunities. You’ll want to watch for Neptuna’s swinging trident or her projectile storm which has a 
unique way of pushing you around in the water. But when she pauses to scratch her head or 
shake her fist at you, move in for a quick tail swipe! Do this three times to complete the job and 
return Neptuna to her former harmless self. 


Knocking Back Cactus Jack 
(Level 3-B2) 


Cactus Jack is one of the more dangerous bosses that 
you'll come in contact with other than the Baron, him- 
self. His attacks are fast and furious, so you'll have to 
know exactly what you’re doing at all times. In order to 
take Jack down, make sure to stick close against the 
walls during his “needle-spray” attack and his spinning 
attack. Both are quick and somewhat difficult to avoid 
if you don’t press Croc up against the outlying walls or 
in one of the shallow alcoves. Make sure though, that when Jack is spinning around the enclosed area, 
watch for when he begins to slow down a bit. Cautiously follow his moves and when he comes to a full 
stop, run in for a well-placed tail whack. You’ll have to do this three times in order to proceed in the 
game, so make sure to save as many Crystals and lives in order to get through! 


Getting Past Fosley 
(Level 4-B1) 


Fosley is one of the easier bosses in the game, but 
yov’ll have to practice a little patience in finishing him 
off. His only attack consists of shooting out little 
Dantini’s that act like timed bombs that will follow you 
around for a small period of time until they detonate. 
Make sure to guide them to the brown wooden “cata- 
pults” so that when you step on the catapults, it 
launches them toward Fosley. If you time your tosses 
correctly, you’ll be able to pop one of the balloons that 
Fosley is hanging on to. Pop all the balloons and he’ll 
take a nosedive downwards, allowing you to continue 
on in the game! 


Taking out Baron Dante, 
the First 
(Level 4-B2) 


Meet the man behind all the Gobbo misery, Baron 
Dante. If you beat him, you’ll finish the first phase of 
the game. He has three incarnations which progres- 
sively grow tougher, but if you’ve managed to stock up 
enough lives and crystals, you’ll be able to take him 
out without any serious problems. The main thing that 
you’ll have to master though is your dodge and run technique with all of his different forms. 


The first Baron will have two attacks, a mild fist swing and a powerful electro-shock floor pummel. In 
order to damage him, coax him into a punch. Avoid his swing, then close in for a tail swipe. If he 
decides to pull out his powers of electricity, simply jump to avoid the damaging wave, then return to 
your former attack and defense pattern. If you land three hits on the Baron, he’ll give out a little yelp 
and transform into his next incarnation. 


The second time around, the Baron has a little more up his 
sleeve. He’ll be a bit more aggressive and attempt to run and 
: 4 charge at you. This is easy pickings if you’re quick on your feet. 
fk a as a 3 Always keep an eye on the Baron when he’s preparing to 
- s charge you. Adjust the cameras and your position in the room 
= | so that you’re nearer to the wall and he’s still in sight from 
= where you’re standing. When he charges, simply jump to the 
oe side to avoid his line of attack, then when he smashes into the 
wall—tail whack him! His moment of vulnerability is quickly 
over, but you have to be quicker. Do this three times in all to take him down and to move onto 
the Baron’s last form. 


Prepare to do a LOT of running in the last round with the Baron. a 
He'll be airborne this time and his attacks consist of a flurry of « H 
electrical fireballs that have a nice long range. Simply circle ek oe 

m r > g K 4 TA ad 
around the room until the projectiles begin to become more g =A Rar) G 


infrequent. When they die out altogether and the Baron plops 

down for a quick rest on the ground, immediately run in for a 

solid tail swipe on the villain. If he shakes his head, you'll know 

you’ve hit him dead on. If he laughs it off, you’ll need to do it 

all over again. Once you manage to hit him three times in all, ° 
you’re all set to watch the ending sequence and save your Gobbo friends! 


The Final Showdown on the Secret Jsland 
(Level 5-5) 


So you’ve managed to collect all the Jigsaw Pieces and saved 
each and every Gobbo... think you’re good enough to do away 
with the Baron once and for all? Think again. The Baron’s resur- 
rection in the last level of the Secret Island is nowhere near as 
easy as when you first defeated him. | hope you have more than 
few lives in your collection, along with as many Crystals as you 
can carry! 


When you enter the last and final level of Croc, you’ll be plopped down into a room with four 
gongs, a set of floating, moving platforms, and the villainous Baron Dante positioned squat in 
the center of a gaping pit. Your objective during this fight is to hit all the gongs in the room so 
that they’re all reverberating at the same time. Easier said than done. The platforms are your only 
means of access to each gong and they’re not only smaller than your usual platform, they also 
spin while moving up and down. The process will take an acute sense of timing, faith, and skill. 
You’ll need to hit all the gongs in one steady stream of jumping, flipping, jumping and tailswip- 
ing. While doing this, make sure to avoid the Baron’s projectiles as well. When you swipe a gong, 
the flow of his projectiles will cease momentarily, so you’ll receive a small respite if you keep hit- 
ting the gongs. Once you’ve activated all gongs so that they’re all reverberating at once, the 
Baron will be destroyed for good this time! Congratulations on a job most excellently done! 


SECRET BONUS AREAS! 


In order to get through the game and take down the nasty Baron Dante, you’re gonna need all the 
help you can get. Make sure to seek out each and every opportunity for a Life Heart or a Crystal 
because Croc’s new world can be really dangerous for a small amphibian without his friends. Some of 
the Bonus Rounds are easy to spot, while others can only be discovered by reading this section. 


And so the Adventure Begins... 
Cevel 1-1, first section) 


Stomp the second floating platform with the colored gem on it, three 
times. 


Shoutin’ Lava Lava Lava 
(Level 3-1, first section) 


<> 
; = Take a look behind the large rock on the left. You'll see some 


~ sparkles. Walk directly into them. 


h” 


Fight Night with Flibby 
(Level 1-B2, first section) 


3, ‘ bi Stomp the rock directly to the left of the starting position and drop 
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Be Wheely Careful 
devel 2-2, second section) 


Walk through the door into the second area, then edge toward 
the right of the icy platform and let Croc slide off the edge. He 
should land safely on a platform with a bonus sparkle. 


] Snow Him So Well 
(evel 2-4, second section) 


Take a look in the left corner as you walk through the door to 
the second section. You’ll spot some sparkles there. Walk into 
them. 


License to Chill 
(Level 2-6, second section) 


In the second area, hop across to the furthest row of rafts and 
ride on one until the end of the line. Let it disappear and you’ll 
land safely on a platform below. 


es 


Lights Camel Action 
(Level 3-1, fourth section) 


= yf | 


Stomp the first jelly you come across, three times. 


Leap of Faith 
(Level 3-5, first section) 


Stay on the first dropping platform. You'll be safely dropped onto a 
platform below. 


Hassle in the Castle 
Cevel 4-2, first section) 


& On the top level, near the monkey bars, pull a running jump off the 
platform and you should land on a platform below. 


qa 


Swipe Swiftly’s Wicked Ride 
(level 4-5, second section) 


J 


à Jump across the moving platforms until you reach the solid, static 
e ground piece on the far end. Stomp on it three times. 


LEVEL PASSWORDS! 


Can’t get through without a little cheating? If you manage to find yourself stuck on a level, but you 
don’t want to ruin the challenge of actually playing through Croc for yourself, plug in one of these 
level passwords. They won’t give you all the Gobbos or Jigsaw Pieces, but they can get you past a 
sticking point when you can’t seem to do it for yourself. It’s almost guilt-free gaming! 


LEVEL: PASSWORD: 


11 UDRRUDULLDLULDU 
1-2 UDRRUDULLDRDLDU 
13 UDRRUDULRDLDLDU 
14 UUURUDULLDRULDU 
15 UUURUDULRDLULDU 
1-6 UUURUDULRDRDLDU 
1-B1 UURRUDULRDRULDU 
1-B2 UDRRULULLDLDLDU 

2-1 UURRULULRDLULDU 

2-2 UURRULULRDRDLDU 
2-3 UUURULULLDLULDU 

2-4 UDURULULRDRULDU 
2-5 UDRRUDULDDLDLDU 
2-6 UURRUDULDDRULDU 
2-B1 UUURULULLDRDLDU 

2-B2 UURRUDULUDLULDU 
34 UUURUDULDDLULDU 
3-2 UUURUDULDDRDLDU 
33 UUURUDULUDLDLDU 
3-4 UURRULULDDRDLDU 
3-5 UURRULULUDLDLDU 

3-6 UDRRULULUDRULDU 

3-B1 UDURUDULUDRULDU 
3-B2 UUURULULDDLDLDU 

41 UDURULULUDLULDU 

4-2 UDURULULUDRDLDU 
43 UDRRUDULLDDDLDU 
ih UURRUDULRDUDLDU 
45 UUURUDULLDDULDU 
46 UUURUDULLDUDLDU 
4-B1 UURRUDULLDUULDU 

4-B2 UUURUDULRDDDLDU 


ULTIMATE PASSWORDS 


We'll be the first to admit that Croc is not always the easiest game at times. If you find yourself 
in a situation where you can’t seem to get past a level, but you don’t want to give up those 
precious Jigsaw Pieces or Gobbos that you’ve collected throughout your game—check out the 
passwords below. Each one will provide you will ALL of the Gobbos and puzzle pieces up until 
the password’s specific point in the game. Use them with discretion. 


ISLAND: START LEVEL: PASSWORD: 


Ice Island Level 2-1 RDLDURUULLURLUD 
Desert Island Level 3-1 LURDUDURDDUDLLD 
Castle Island Level 4-1 RDUDULDDDDUUULD 
Secret Sentinel Level 5-5 LLLLDRRLLDRDLUR 


PUZZUNG AROUND 


Croc has his share of puzzles and mini-games that might just leave you in the dark on some levels. 
There are five puzzle-type mini-games throughout Croc. Here’s a short list of strategies on how to mas- 
ter them. ’ 


The Three Crate Magic Trick 
Cevels 1-3, 4-3) 


On certain levels, you’ll have to participate in a mini-game of 
shuffling boxes in order to recover one of your imprisoned 
Gobbo friends. If you don’t have a good eye for following the 
correct box, you'll receive only a Life Heart for your efforts. One 
good way to ensure that this doesn’t happen to you is to hit the 
START button repeatedly from the start of the game in order to 
trace the box’s movements from left to right. When the shuffling 
ceases, you’ll know exactly which crate is the right one to pick. 
But, if you want to test your skills a little more, then there is 

an alternative to the pause/unpause method. 


Another way to grab the captive Gobbo is to avoid staring directly at the box that the Gobbo is hidden 
within. Instead, concentrate more on the space directly above the center box, keeping a slight eye on 
the movements of the box the Gobbo was underneath. Sounds harder than it actually is. An easier 
approach to this dilemma works most of the time. If the center box begins by moving to the left, the 
Gobbo usually ends up underneath the center box. If the center box begins by moving to the right, 
then the Gobbo will most likely show up underneath the right hand box. This doesn’t always work, but 
it seems to the majority of the time. 


Catch that Crate! 
Cevels 1-6, 2-3, 4-3) 


The easiest way to capture one of these elusive crates is to trap it against the opposite wall or edge 
(usually opposite the entrance). From here, approach the box straight on and prepare to jump on top 
of it when it comes back your way. The crate will usually take one of two directions when it resumes 
flight, so prepare for a shift in direction when it begins moving. Take 
some time to position Croc at an advantageous angle in order to 
anticipate whatever direction the box decides to take. 
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The Three Switch Contest 
(Levels 1-3, 2-6, 4-3) 
There’s no foolproof way to master the art of destroying 
enough pop-up sheep, penguins, or emerging grim reapers in 
the three switch platform mini-game. A fairly secure way to 
ensure yourself a Gobbo at the end of a round, position Croc 
on the switch platform, then run back and forth across the trig- 
pa gers repeatedly. Use Croc’s “flip and turn” command to get him 
NE N back and forth quickly, without any repositioning. If you can’t 
= ', 
pai r seem to get those feet moving fast enough to stay on top of 
- the switches, you can try to remain on the center switch by 
remaining in mid-jump at all times during one of these rounds so that you can steer Croc to the 
left or right, depending on which one you need to press. You don’t have to destroy all the ene- 
mies, but just enough to get the Gobbo. So, if you miss a couple, it may not affect you. If you 
land on a switch, jump immediately and steer Croc to the next switch to stay on your toes. If you 
destroy enough of the sheep, penguins, etc. by stomping on the corresponding switches, you’ve 
got yourself a Gobbo. Otherwise, enjoy those free lives! 


The Crystal Catching Puzzle 
Clevels 2-2, 4-3) 


The shifting cauldron mini-game is a lot like the three switch 
game. You must stay on your toes in order to master it. Always 
begin the round by standing in the center between the two 
switches and always be prepared to jump when one of the 
crystals appears. Anticipate the crystal’s position by using com- 
ale mon sense (if the first crystal is on the far right, it usually 
means the next one will appear somewhere to the left). Make 
$ sure that Croc is facing front at all time and avoid getting off 
Eh FN track with the switches. Just the slightest hesitation can make 
you miss a precious crystal and lose the round! If you continue having problems with this mini- 
game, simply follow the outline below for either of the two levels that contain this mini-game. 
The directions are indicative of where each crystal will fall, so stay alert! 


R = Right side 


M = Middle 
L = Left side 
levet 2-2: 


M, M, M, R; L, M, R; M, L, R, L, M, L-R, L, M, M, R- L, R, M, R, L, L, L; LL, R, 
M, R, L 


Lever 4-3: 


M, L, R, M, L, M, R, L, R; L, M, R, L, R, L, M, L, R, L, M, L, R, M, R, M, L, M, R, M, 
L, R, M, R, L 


Holy Dropping Blocks! 


One of the unique mini-games within Croc will surface once you 
reach the Rainbow room of Level 4-5. The objective of this small 
puzzle will be to choose the correct path to reach the stranded 
Gobbo on the opposite end of the room across a long path of 
shrinking blocks without falling to an early death. It can be diffi- 
cult, but if you follow the order of directions below, you shouldn’t 
have any problems grabbing that Gobbo and reaching the Beany 
Gong to end the level! 


L= Left 
R = Right 
F = Forward 


HEAD THROUGH THE DOOR ANO GO FOR IT: 


F, F, R, F, R, F, L, F, L, R, L, R, F, R, F 


Speedy Ghosts 


Once you reach the third island, you should be in the habit of collecting enough colored crystals to 
enter the Rainbow room at the end of each level. But you’ll begin noticing a disturbing trend during 
some of the Rainbow room rounds. You’ve acquired a friend in the shape of a ghostly comrade, who 
not only keeps you company, but he also steals all your crystals and any keys that may be in the 
room! He’s quick and doesn’t need to jump to avoid falling off ledges, so you’ll have to be even quick- 
er! You must skip, hop, and run along segmented paths outracing him in order to collect the last 
Gobbo somewhere in the room! The best strategy for beating the ghost to the silver key in each round 
is to ignore the gems and keep an eye out for alternate paths that the ghost may not spot before you. 
Stay ahead of the ghost when you do run into him and you’re sure to pick up that elusive silver Key 
before him in most cases. It’s essential that you grab the keys, because you’ll need them to rescue a 
Gobbo somewhere in the Rainbow room. Without it, you may just have to try again. Fall off a ledge to 
commit convenient character suicide, so you won’t have to play through the level again in order to 
make another attempt. 


Fighting Force 


OPTIONS 


CAR PARK LEVE 


i CHOOSE “CHANGE EXIT 


Alana is all about speed. This allows her to quickly deal out a series of attacks, but her limited 
power means she’ll need those extra punches just to take her opponent down. 


Special Attacks 
Low Kick: Ml + X 
Twirl Kick: X + @ (uses health) 
Flip Kick: i+ © 
Jumping Spin Kick: R1 + E 
Slide Kick: Ra +X 


Combos 
Punch Combo: XXX X 
Kick Combo: Hi E 
Backhand Combo: A A A 


Throws (after grab) 
Push-off: A 
Power Uppercut > + A 
Mule Kick: @ 
Head Punches: X X X X 
Knee Thrust: W A 


: 
ee 
Thrusts 
Hawk can 
ct, he can 
ee Thrust 
twenty or so 


MACE 


Mace is an all around aver er 
strength and speed are go s good as 
her fellow fighters. She’s a ter for 
novice players, but eventu nt to 
choose a character that be playing 
style. 4 
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Special Atta 
Low Kick: ll + X 
Power Sweep: X +@ (u 
Double Jump Kick: H+ 
Drop Kick: R1 + E 
Slide Kick: Ra +X 


Combos 
Punch Combo: XX X 
Kick Combo: Ei E 
Backhand Combo: A A 


Throws (aft 
Leg Grab: A 
Judo Throw: =+ A 
Flip Slam: @ 
Pimp Slap: X XX X 
Knee Thrust: E 


SMASHER 


= 


If you’re not using Smasher, you should be. 
Although he’s a little slow on the draw, his raw 
power makes him an excellent choice. His attacks 
may be a bit limited, but the Double Clothesline is 
arguably the best running attack in the game. 


Special Attacks 
Low Kick: Hl + X 
Ground Smash: X + @ (uses health) 
Jump Kick: B+ @ 
Double Clothesline: R1 + E 
Rolling Smash: R1 +X 


Combos 
Punch Combo: X X X 
Kick Combo: E E 
Backhand Combo: A A A 


Throws (after grab) 
Lift A 
Power Slam A (after Lift) 
Backbreaker W (after Lift) 
One-Hand Slam @ 
Skull Smash X 
Uppercut E 


TIPS: 


The guys are stronger than the 
ladies, which allows them to 
pick up some objects (engines, 
large rocks, etc.) that the ladies 
cannot. 


Leave a level holding any sort of 
weapon and you'll begin the 
next level with a gun. 


Conserve your firepower for 
times when you really need it. 
For instance, always save your 
bazooka ammunition for large 
compact groups of enemies (at 
least three or four). 


If you’re fighting in an area 
Where there are a lot of items 
lying on the ground, use kicks 
instead of punches. This will 
Keep you from trying to pick up 
objects while surrounded by 
enemies. 


Although they may be alittle 
boring, running attacks are nor- 
mally your safest attacks. Use 
them often to slowly wear down 
large groups of enemies. 


Mix up your multi-hit throw 
moves with normal throws to 
get maximum damage. For 
instance, use Hawk’s 
Guttbuster three times, then 
Switch to a couple of Knee 
Thrusts, finishing off with a 
Suplex. 


IE SECRET CODE: At the main menu =" RECEPTION LEVEL 
press and hold R2 + L1 + €a + W until : 5 
the words CHEAT MODE appear at IiE Bust down the walls to either side of 


the bottom of the screen. Now you'll the entrance to find some guns, 
be able to select any level and turn grenades, and health power-ups. 


on Invincibility in the OPTIONS 
menu. 


The cola machines can boost your 
health a little bit if you pick up the cans 
of cola that pop out when the machine 
is hit. 


CAR PARK LEVEL 


EE 
iE Destroy the cars inside and outside 
of the parking lot to find some awe- » LIFT LEVEL 
een a UL E Be Mi Always carry a club of some sort to 
bazooka. j SA ” 
help you quickly eliminate the opposi- 
L Once you’ve taken care of the first tion. Don’t forget to use the fire axe 


four guys inside the parking lot, a and the hand rails. 


van will come rushing in through the 
front gate. Get out of the way or 
you'll be run over. 


Be sure to pick up any health power- 
ups your opponents drop. They’re the 
only health you’ll find in this level. 


IiE Break open the metal cases found in 
the parking lot and you’ll find a cou- 
ple of health power-ups. 
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CORRIDOR LEVEL HIGH STREET LEVEL 


iE The guards in this area tend to pack  . me-s ~~. = 
at least one gun per group. Quickly SMASHER TSOO, 
k : — ~ 
disarm the guard with a gun and m_i 
use up the ammo to make sure your 
opponents don’t use it on you. i >, a 
ypg T 
iE There’s very little to break here, Å ya `z a ae 
but you can destroy the two ash- N ‘ p A 
trays on the right side of the hall 
to create a couple of clubs. 
iE Watch out for the two brutes at 
the end of the hall. You may want 
a weapon to help you quickly dis- 
patch them. i Use the crates and barrels littering 
the area to help you defeat your 
Ha. 4260 oe 4 enemies. They’ll make the fight 


short and sweet—and besides, if 
you don’t use them, they will. 


rrr FI OHTING FORCE 


IiE Stand behind the crates at the 
9 > beginning of the level. The incom- 
+ G * ing kamikaze bikers will smash 
ee into them instead of you. 
~ a 
eS Pe | Watch out for the various vehicles 
— that come flying down the street. 
ee Be especially wary of the heli- 
: copter that comes in about halfway 
through the level. Just run to the 
ZENG’S OFFICE LEVEL side to avoid its fire. 
iE Once again, the only life to be 


gained is that which you pick up 
from the enemy... and it isn’t much 
to work with! 


IiE There aren’t any breakable objects 
here, so whichever weapon you 
start with is all you’ll get. You’ll 
also need to keep your eyes open 
for any health power-ups your 
opponents drop. 


tT | Use the desk and chair to corral 
your opponents and fight them 
one on one. This will help you 
avoid being surrounded and beat- 
en into submission. 


HIGH STREET BOSS 
LEVEL 


IiE Quickly disarm the boss with a sliding 
attack, and then use his axe against 


him. 


tT] Avoid picking up the junk littering the 
area except for the tires and the axe. 
The rest of the stuff is good for only 
one hit—not much better than a sin- 


gle punch. 


(L Be sure to grab a piece of junk before 
you leave the level. 


iE The hotdog carts have lots of tasty 
treats to bump up your health with. 
Don’t destroy them until you need ~ 


too. 


Be sure to smash the win! 
the sides of each area. 
bump up your destru! 
end of the level. 


You can attack your 
by pushing the lawn 
Since the chairs can 
you can use this tric 
like. 
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BRIDGE LEVEL 
È ™= 


in There are plenty of health 
power-ups on the bridge. Break 
open the metal boxes any time 
you need a quick pick-me-up. 


IiE This is your chance to rack up 
some major bonus points. 
Destroy everything (barricades, 
cars, etc.) and you’ll have a 
huge destruction bonus at the 
end of the level. 


iE The school bus doesn’t blow up 
on its own, there’s a bazooka- 
toting enemy on the other side 
and he still has several rounds 
left. Quickly disarm him with a 
sliding attack, then use the 
bazooka to eliminate a few of 
the inbound enemies. 


BRONX LEVEL 


IiE Although there aren’t as many 
health power-ups lying around 


in this area, you should still find 
more than enough to see you 
through the level. 


Gang members riding the rails will 
chuck bombs at you as you try to 
pass under the tracks. Wait for their 
first volley to blow, then quickly run 
through before they can toss down 
another round. 


SUBWAY LEVEL 


You can either destroy the turnstiles 
like the brute you are, or you can 
use subway tokens like the normal 
people do. To get a token, all you 
have to do is punch the token 
machine on the right wall. 


There are a couple health power-ups 
at the back of the platform. You can 
alo boost your health with a few 
sodas from the cola machine. Just be 
sure to leave the boxes in back until 
you really need the health. 


While fighting around luggage, it’s 
best to use throws or kicks to avoid 
accidentally bending over to pick up 
an object. 
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iE Avoid picking up boxes and luggage 
unless you’re on your way to the 
next car. The tight space makes it 
difficult to use the bags as weapons. 


IiE Check the crates in every other car 
for health power-ups and weapons. 


AIRBASE LEVEL 


— » > 


MACE 6200 ‘ct Pete 
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There’s health to be had in the large 
crates around the base, but the real 
prize is the A-10’s big gun. Destroy 
the plane, then use its heavy fire- 
power to clean up. 


if it lands on yo 


This is a pretty 
no weapons, bu n’t need 


There isn’t muc 
the craft. You'll 
health power-u hat can 
be used as wea 


Inside, you can 
by destroying t! comput- 
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NAVAL BASE 1 & 2 You can’t touch the boss with your 


normal attack, but the boss can be 
LEVEL hurt by thrown barrels. Quickly 
grab a barrel, and then throw it at 
the boss when he lands near you. 
Be sure to quickly put some dis- 
tance between the two of you or 
he’ll light you up with his big guns. 


= E ana 


It only takes three barrel hits to 
defeat the boss. 


HOVERCRAFT LEVEL 


a = [> aa 


There’s plenty of stuff to destroy 
on these levels. Leave nothing 
untouched and you'll rack up a 
huge destruction bonus. 


11 NG FORCE 


Some of the crates contain life, 
but not all of them do. Avoid bust- 
ing them open until you really 
need a power-up. 


There are lots of weapons (clubs 
mainly) on these levels. Make 


good use of them. The vents along the edge of the 
Craft Contain health power-ups. 


NAVAL BASE BOSS Use them wisely. 


LEVEL Destroy the small stands near the 
Sides of the hovercraft and you'll 
find a couple flare guns. These tiny 
terrors act like a one shot 
bazooka, so only use them against 
large groups of soldiers. 


Watch out for the helicopter. You'll 
take a fair amount of damage if it 
lands on you. 


Keep your distance from this guy 
and you’ll be okay. His electric 
bolts and machine gun fire have a 
limited range. 


health power-ups 
by your enemies. 
or you’ll soon wis 


se dropped 
irvatively 


Your running atta 
friend. Use them 
rounded, and to 
the enemy. 


L ies a worst 
mare. Their health ¢ 
erates, so ssault 


I | ’s a decent a 
all, but it’s 


The final boss isn 
might think. He c: 
with normal punc 
Running attacks 
in a pinch. 


s you 
wered 
Ws. 


tty well 


NiE Grab items from tl ntainers 
surrounding the a nd 
health, as well as eaponry. 


ng fight, 


iE If the boss is putt 
back off and try a| 


iE There aren’t any weap 


found on this level a 


Armored Core 


Welcome to the Ravens, Rookie. You’ve got a lot to learn about being an 
AC pilot, most of which you’ll just have to learn from experience. With a 
lot of practice and skill you’ll eventually get to take on tougher assign- 
ments with larger rewards. We’ve prepared a few tips to help you through 
some of the earlier missions. Take heed of them and you might just get 
through this in one piece and with a with a comfy stash of credits to 
retire on. 


BASIC TIPS 


iB Always take missions that offer you AC Parts. Even if you don’t use the parts, you can 
sell them for a lot more money than the average mission offers. 


Ut] Upgrade your AC often and don’t be afraid to experiment. The shop will buy back any 
part you don’t like, even if it’s seen action. 


| Missiles are great in a long-range fight, but guns are much better when things begin 
to heat up. 


a Strafe or die. Only a fool runs straight at the enemy. 


| Conserve ammunition whenever you can. Not only will it help you save credits, you’ll 
be less likely to run out in the middle of a fight. 


IIB Save often. You never know when you’ll want to try a mission again. 


SET 1, MISSION 1: 
ELIMINATE SQUATTERS 


Requester: Zam City Guard 

Theater of Operations: Old Factory, East Zam City 
Advance: oc 

Enemy Forces: Worker MTs, MTs 

Upon Success: 14000C 


Conditions for Success: Eliminate Illegal Squatters 


Since this is one of your first missions, you’ve been provided with a fairly 
simple task. Creep through the factory and eliminate any enemy MTs you 
encounter. Notice that there isn’t much cover here, so you’ll have to rely 
heavily on the few walls and posts scattered throughout the area. The large 
MTs are your main threat. Their missiles can quickly chew up your MTs’ 
armor even at long range. Their missile packs are located on their left shoul- 
ders, so use this to your advantage. Try to place a wall between you so that 
your weapon can hit the MT’s right side while the left side is behind the wall. 
This should make the mission much easier. 


SET 1 MISSION 2: 
ELIMINATE STRIKERS 


Requester: Chrome 

Theater of Operations: | Doan Bridge, Avalon Valley 
Advance: oc 

Enemy Forces: Worker MTs, MTs 

Upon Success: 13000C 


Conditions for Success: Eliminate Bridge Occupants 


Use the barricades and debris on the bridge as cover. While safely behind an 
object, lock onto an enemy unit in the distance. Hit your boosters to make a 
short hop straight into the air and fire over the barricades with missiles or 
guns. Be careful—the enemy can and often will destroy your cover before 
you can eliminate the enemy’s MT. 


SET 1, MISSION 3: 
DESTROY UNKNOWN MTs 


Requester: Isaac City Guard 
Theater of Operations: Isaac City Sewers 
Advance: oc 

Enemy Forces: 8 MTs 

Upon Success: 12000C 


Conditions for Success: Destroy All Enemies 


This mission is pretty basic. The enemy MTs are low powered and easy to 
destroy. Simply strafe left and right in the tunnels and use missiles at long 
range. 


SET 1, MISSION 4: 
RECLAIM OIL FACTORY 


Requester: Chrome 

Theater of Operations: Oil Extraction Facility “Tide” 
Advance: oc 

Enemy Forces: Flying Enemies 

Upon Success: 18000C 


Conditions for Success: Eliminate Terrorist Forces 


Immediately begin strafing left and right as soon as the mission 
begins. Try to run circles around the enemy and you'll have an easier 
time avoiding their fire while picking the flyers off with your guns. 
Whatever you do, you should keep moving at all times. Pick off the 
round bots first. They’re fast and they have a wicked fire weapon 
that can do massive damage at close range. Avoid climbing on the 
oil rig. Doing so will only slow you down and make it harder to target 
the enemy. Once you’ve eliminated most of the enemy bots, support 
fire will help pick off the stragglers. 


SET 1, MISSION 5: 
STOP SECURITY MIs. 


Requester: Fort Garden Guard 

Theater of Operations: Fortgarden’s Business District 
Advance: oc 

Enemy Forces: 12 Security MTs 

Upon Success: 17000C 


Conditions for Success: Destroy All Security MTs 


Try to stay in the middle of the street and use the room to strafe left 
and right. This should help you dodge the Security MTs’ missiles. 
When facing two Security MTs simultaneously, try to put one MT in 
front of the other. This way the middle MT will be caught in the cross- 
fire and quickly eliminated. 
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SET 1, MISSION 6: 
RESCUE TRANSPORT TRUCKS 


Requester: Chrome 

Theater of Operations: Inside Nassau Tunnel 
Advance: oc 

Enemy Forces: Unknown 

Upon Success: 20000C 


Conditions for Success: Find and Defend Transport Truck 


The enemy MTs are fast and have a pretty long range of fire. You may want 
to upgrade your missiles before taking on this mission to help even things 
out. At the start, step right and follow the median down the tunnel or you’ll 
destroy cars as you move. At the center, pick off the enemy with your mis- 
siles and gun. Try to draw the remaining enemies away from the tanker and 
toward the center of the tunnel. When the first three MTs are destroyed, a 
second wave will attack. Stay away from the tanker or the second wave will 
quickly destroy it. Lure them to the middle of the tunnel and use your mis- 
siles to pick them off while they’re away from the tanker. NEVER SHOOT MIS- 
SILES AT AN ENEMY NEAR THE TANKER. 


SET 2, MISSION 1: 
ELIMINATE SQUATTERS 


Requester: Zam City Guard 

Theater of Operations: Old Factory, East Zam City 
Advance: oc 

Enemy Forces: (a2) Worker MTs, MTs 
Upon Success: 19000C 


Conditions for Success: Eliminate Illegal Squatters 


This area should look familiar, but the enemy is ready for you this time. 
There are a lot more enemy MTs to deal with and the enemy will actively 
seek you out. Use the same strategy you used the first time you visited this 
area and always keep an eye on your radar. The enemy will have a tougher 
time pinning you down if you know where the next attack will be coming 
from. If you’ve upgraded your guns and missiles before this mission, it 
should be a piece of cake. 


SET 2, MISSION 2: REMOVE 
GUN EMPLACEMENT PARTS 


Requester: Murakumo Millennium 
Theater of Operations: Chrome Gun Emplacement 


Advance: oc 
Enemy Forces: 4 Guns & Defenses 
Upon Success: AC Parts (Legs) 


Conditions for Success: Destroy All Guns 


Immediately turbo to the wall and turn to look away from the gun 
emplacements. Soon, two small flyers will pass over. Pick them off, then 
play peek-a-boo with the two closest turrets using missiles to destroy 
them. You’ll-have to pass over the wall to eliminate the two remaining 
turrets, but they shouldn’t prove to be too tough. Simply strafe around 
the island and use. your guns or missiles at a fair range. 


SET 2, MISSION 3: 
STOP TERRORIST THREAT 


Requester: Isaac City Guard 
Theater of Operations: Isaac City Sewers 
Advance: oc 

Enemy Forces: MTs 

Upon Success: 22000C 


Conditions for Success: Destroy Enemy Leader 


The enemy leader is in the central area. Go there quickly and avoid as 
much combat as possible. There’s not much you can do to save the blue 
MTs (Isaac City Guard). Their MTs are grossly under powered and a cou- 
ple of direct hits is all it takes to put one down. When fighting the boss, 
use the large structure for cover and strafe in and out using missiles. 
You should be able to destroy the leader without taking any damage. 


SET 2, MISSION 4: 
WORKER ROBOT REMOVAL 


Requester: Murakumo Millennium 
Theater of Operations: Isaac City Power Plant No. 7 
Advance: 7000c 

Enemy Forces: 12 Worker Robots 

Upon Success: 10000C 


Conditions for Success: Destroy All Worker Robots 
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This mission is easy as long as you take your time and think before you act. 
Use your sword on any robots that aren’t next to a generator and take care- 
ful shots (guns only) at those next to generators. The robots can’t hurt you, 
so don’t be afraid to get right beside one. 


SET 2; MISSION 5: 
TERRORIST PURSUIT 


Requester: Isaac City Guard 

Theater of Operations: Isaac City Parking Garage 
Advance: oc 

Enemy Forces: 1 MT 

Upon Success: 23000c 


Conditions for Success: Destroy the Enemy MT 


Although the enemy MT is incredibly quick, this mission is easy enough. Use 
your guns to pick away at the enemy as you chase it down the garage. Don’t 
worry about the cars, they don’t cost that much to replace. If you can’t stop 
the enemy before it reaches the bottom floor, a member of the Isaac City 
Guard will be there to help put the enemy away. Don’t destroy the white 
Guard MT! 


SET 2, MISSION 6: 
RESCUE SURVEY TEAM 


Requester: E.E.R.C. 

Theater of Operations: Old Military Facility 
Advance: oc 

Enemy Forces: Security MTs 

Upon Success: 25000c 


Conditions for Success: Rescue Survey Team 


The path to the survey team truck is pretty straightforward. Avoid the small 
rooms and try to stick to the main path. The area is swarming with Security 
MTs and it would be a waste of ammunition to try and destroy them all. Try 

to fight only those that are actually blocking your path. Make sure you have 
a couple of shots remaining at the end to open the locked door and rescue 

the survey team. 


SET 2, MISSION 7: 
DESTROY FUED DEPOT 


Requester: Murakumo Millennium 
Theater of Operations: |Chemical-Dyne Lab Fuel Depot 
Advance: oc 

Enemy Forces: Unknown 

Upon Success: 21000C 


Conditions for Success: Destroy all Tanks & Escape 


As you enter the first room, your computer will warn you that your tar- 
geting systems are being jammed. This makes destroying anything 
extremely tough. Quickly jet forward and keep your eyes open for three 
helicopter-like flyers hovering in the middle of the room. Take them out 
fast and your systems will come back on-line. Now use your missiles to 
safely eliminate the enemy turrets from a distance, then use your guns 
to pick off the fuel cells and move on to the next room. There are four 
nooks hidden in the side walls each containing two fuel containers. 
There’s also a high shelf at the back. Blow up the fuel on the shelf and 
check the back left corner to find another AC Part—a large gun. On your 
way out of the depot you’ll have to face two waves of enemy.MTs. Use 
the surrounding blocks for cover and the enemy MTs shouldn’t be much 
trouble. 


SET 2, MISSION 8: 
ATTACK URBAN CENTER 


Requester: Chrome 

Theater of Operations: Gal City Office District 
Advance: oc 

Enemy Forces: Unknown 

Upon Success: Based on Results 


Conditions for Success: Three Minutes of Destruction 


Cars are the easiest way to make money. Line yourself up will a row of 
them, then turbo straight down the line. After a minute of car crushing, 
the local defense force will show up to teach you a lesson. They’re pretty 
easy to pick off with missiles. Take as many of them out as you can, but 
watch your back. They respawn now and then. After two minutes a new 
enemy will arrive, Losvaize in her Valkyire. She’s a top rated pilot and 
much stronger than you. DON’T fight her. Run like mad and take cover 
for the final minute. She'll either rip you apart or do enough damage to 
counter any income you might have made. (We highly suggest you skip 
this mission in favor of the next.) 


SET 2, MISSION 9: 
GUARD FREIGHT TRAIN 


Requester: Murakumo Millennium 

Theater of Operations: | Heavensrock Supply Depot No. 6 
Advance: 12000C 

Enemy Forces: Unknown 

Upon Success: » 20000C 


Conditions for Success: Defend Lead Car within Region 


a 


The most important thing here is to try to earn the 10,000c bonus for saving 
all of the cars. If you do, you’ll have plenty of credits to fix your AC up with. 
Immediately head for the stockyard next to the train depot and move to the 
opposite side. From here, you should quickly eliminate all flyers with your 
guns or missiles. If you don’t, they’ll begin picking off cars once the train 
arrives. Shortly after the train reaches the depot, an unidentified AC will 
come charging into the scene. If you’ve positioned yourself properly, you 
should be able to intercept it. Unload with everything you’ve got, and don’t 
be afraid to go toe to toe with the enemy AC. The mission is all over if the 
new enemy opens fire on the train. Once the enemy AC is destroyed, pick off 
any remaining flyers and watch the train pull away. 


SET 2, MISSION 10: 
PROTOTYPE MT TEST 


Requester: Chrome 

Theater of Operations: Chrome Weapons Lab 
Advance: oc 

Enemy Forces: Chaos 0.8 

Upon Success: 28000c 


Conditions for Success: Defeat Chaos 0.8 


This is easy money. Just point and shoot with your favorite weapons. There’s 
very little chance of death here. 


SET 3, MISSION 1: 
SECRET FACTORY RECON 


Requester: Murakumo Millennium 
Theater of Operations: Whiteland Area Snowy Region 
Advance: oc 

Enemy Forces: Unknown 

Upon Success: 32000c 


Conditions for Success: Find Entrance, Destroy Lock 


This mission is the exact opposite of the next. Here you’ll be scouting 
for the entrance to Chrome’s base, but the next mission has you pro- 
tecting the entrance from attack. This is the easier (and more prof- 


itable) of the two missions, but the second will earn you more respect. z4 
Move forward and to the right quickly. Keep your eyes out for enemy 2 
turrets and flyers. You’ll find the entrance in the ground near a set of Q 
guard towers. To open the door, simply destroy the lock next to it. oa 
© 
= 
SET 3, MISSION 2: = 
r x 
GUARD FACTORY ENTRANCE 
Requester: Chrome 
Theater of Operations: Snowy Region, Whiteland Area 
Advance: oc 
Enemy Forces: Unknown 
Upon Success: 32000C 


Conditions for Success: Guard the Lock System 


This is the opposite approach to the last mission. Here you’ll be protec- 
tion Chrome’s secret base from a full assault from Murakumo 
Millennium. If you’re happy with respect, this is the mission for you, but 
the previous mission pays better. You’ll face two waves. The first con- 
sists of five planes. Use your missiles to take out a couple as they 
approach and to draw their attention away from the lock. They shouldn’t 
be much trouble. The second wave consists of both planes and ACs. 
Eliminate the planes as they approach, but quickly shift to the ACs if 
need be. The enemy ACs aren’t too powerful, but the locking system is 
much weaker. Use your AC’s body to shield the lock from attack until 
things clear up a bit. 


SET 3, MISSION 3: 
GUARD WHARF WAREHOUSE 


Requester: Murakumo Millennium 
Theater of Operations: Warehouse No. 5 
Advance: oc 

Enemy Forces: Unknown 

Upon Success: 32000C 


Conditions for Success: Protect the Radar 


All you must do is survive three attack waves. The first is all planes, all 
from the front. No problem. Target them as they approach and you 


should be able to destroy most of them on the first pass, then it’s just a 
quick clean up. The second wave is several planes and an AC. Take out the 
AC first, then pick off the planes one by one. The final wave is three ACs all 
from different directions. Move quickly and use your boosters to fly over 
buildings. They aren’t too tough, but they shouldn’t be allowed to roam 
freely for too long. 


SET 3, MISSION 4: 
STOP GANG, “DARK SOUL” 


Requester: Murakumo Millennium 
Theater of Operations: Zahm Desert 

Advance: oc 

Enemy Forces: 6 Tanks 

Upon Success: AC Parts (FCS Accelerator) 


Conditions for Success: Destroy All Tanks 


This mission isn’t very challenging, but the mines in the area can make it 
difficult to dodge. Hop around using your boosters and shoot missiles at the 
enemy tanks. Enemy hits can often knock you into a mine, so try to keepa 
little space between your AC and any mine. 


SET 3, MISSION 5: 
STOP SECURITY MT 


Requester: EERC. 

Theater of Operations: Old Military Facility 
Advance: oc 

Enemy Forces: Security MTs 

Upon Success: 38000 


Conditions for Success: Destroy the Control Panels 


The main thing to remember is not to walk through the force fields. They can 
do massive damage to your AC. After the second gate, shoot through the 
window to destroy the distant lock. Now take the following path to reach all 
three monolith-like control panels: Take two rights, two lefts, two rights, 
then backtrack two lefts to the hall and go left again. Go down the hall and 
turn left, follow the hall until it runs out and take another left, and then the 
second left will lead to the final target. Also be sure to avoid the invincible 
robot at all costs. 


Star Wars 


Finally, all can put to rest those nerdy arguments about who can beat up who in the Star Wars uni- 
verse. To be sure, most Star Wars fans have at least thought about who would win in a fight 
between say, Boba Fett and Chewbacca, or the outcome of one-on-one matches between many of 
the other characters. Now you control each character’s destiny and can settle the question once 
and for all... Who is the best warrior in the Star Wars universe? 


‘THE FIGHTING SYSTEM 


Those experienced with fighting games should be able to quickly pick up the fighting system in 
Star Wars: Masters Of Teras Kasi. The moves and combos are similar to (or even a combination of) 
those found in several top fighters like Tekken 2 and Star Gladiator. The special moves are even 
like those found in the Joshinden series. Masters does have a couple of unique features, though. 


First, most of the characters have both Weapon and Non-Weapon Moves. Draw a character’s 
weapon by pressing the R2 button, and a whole new set of unique moves will be opened up. There 
is also a Power Bar that is filled as your character connects with different moves. It is made up of 
four blocks, and once all four are filled, it becomes a Super Gold Power Bar. Some Super Moves 
require one or more blocks to be filled on the Power Bar before they can be executed. Each charac- 
ter will have at least one or two extremely powerful Super Moves that require the entire meter to 
be full. Each character also has a small Stun Meter that rises when he or she is attacked. When 
full, the character will be more vulnerable to attacks. 


With all the moves in this game, button presses must be well timed to work. There are sometimes 
delayed reactions to your button inputs, so practice in the Training Mode is required to master and 
memorize each character’s moves. 


Defense 


To survive against the mighty foes, you must first master the skill of blocking. There is no automat- 
ic blocking in a regular game (there is a code to enable it, however). Because of this, each of your 
blocks must be deliberate and well timed. A block is executed by simply pressing away (€=) from 
your opponent when he or she attacks. However, some moves are unblockable, and the player 
needs to be familiar with these so that appropriate action can be taken. 


The Side-Step is a useful defensive maneuver. Use it mostly as a way to dodge distant projectile 
attacks and laser blasts. It can also be effective up close as a way of blocking nor- 

mal attacks. In addition, the Side-Step maneuver works while you’re on the ground 

and is good for avoiding opponent’s pounce attacks. 


Once learned, the forward rolling techniques can also be used for defense. You can- 


not be hit during the roll, and when you come out of a roll at the foot of your opponent, you will be 
ready for a counterattack. 


Combos 


One of the more difficult parts of the game (but the most satisfying once mastered) is the combo sys- 
tem. Not unlike Capcom’s Star Gladiators, each combo has a starting move followed by a series of 
Branches that can number in size and power. Once the starter move has been executed, you have your 
choice of how the combo will continue and how long it will last. Memorize and master each of the 
Starters and Branches, as the timing is very tricky for most of them. Once you have those down, start 
to experiment with partial combos and even try other action buttons, as combos can go almost any- 
where, some up to ten hits. In the moves lists, the Branches are provided with the combo Starters 
included so they are easy to use, but again, experiment! 


Code Legend 


=> Forward (toward opponent) on the D-Pad 
a Down/Forward 
= Down 
2 Down/Back 
& Back (away from opponent) 
Up 
HOLD =») Hold Forward (Charge for two seconds or hold while pressing buttons) 
HOLDY Hold Down (Charge for two seconds or hold while pressing buttons) 


HOLD €= Hold Back (Charge for two seconds or hold while pressing buttons) 
A Triangle Button 

a Square Button 

e Circle Button 

X X Button 

+ Perform movements simultaneously 
tap Lightly tap in the direction indicated 


ARDEN LYN 


Arden Lyn is one of two characters without a weapon to draw. Her 
weapon is already out and attached to her arm. As a master of 
Tera Kasi, she has a formidable arsenal at her disposal. Since her 
weapon is already out, there won’t be the delay that other charac- 
ters have when they draw their weapons. In addition, all of her 
moves can be accessed one after the other rather than the two 
sets most of the other characters have to deal with. 


Her Power Punch move is particularly useful with its several variations and its ability to be pulled off 
with or without full blocks on the Power Bar. The Flip Kick is another of her more effective offensive 
attacks, as it can lead to others and always lands the opponent on his or her back. 


Arden’s most powerful move is the Sonic Shockwave which can take away half an opponent’s 
health bar but requires a full Super Gold Power Bar. As for her combos, she has plenty. You can 
even run some of them right after the other for amazing strings. 


Special Moves 
Advance Roll 

Left Punch 

Metal Arm-Swing 

Metal Backhand 

Right Punch 

Spinning Backhand 
Metal Hammer 

Super Metal Hammer 
Right Gutpunch 

High Power Punch 
Super High Power Punch 
Low Power Punch 

Super Low Power Punch 
Head Box 

Windup Swing 

Quick Sonic Blast 

Sonic Blast (4 Power Bar) 
Sonic Sphere (1 Power Bar) 
Sonic Shockwave (4 Power Bars) 
Left High Kick 

Right High Kick 

Right Kick To Middle 
Retreating Spring Kick 
Flip Kick 

Crescent Kick 

Flying Double Kick 
Double Sweep Kick 
Crouching Left Punch 
Crouching Right Punch 
Crouching Left Kick 
Crouching Right Kick 
Jump Up Punch 

Low Jump Punch 

High Jump Punch 

Jump Up Kick 

Low Jump Kick 

High Jump Kick 

Running Drop Kick 
Running Slide 

Ground Stomp 

Foot Fall Pounce 
Scorpion Throw 

Aerial Head Drop Throw 
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Combos 


One-Two Punch BA 

Metal One-Two Swing AA 

Double High Kick ee 

Double Ankle Kick => => @ 

Metal Triple Swing AAA 

Super Metal Triple Finish 

G Power Bar) AAPA 

Flip Kick Cartwheel X+@@ 

One-Two Punch Plus Flip Kick MAX 

One-Two Punch Plus Backhand BAA 

Rising Ax Kick LU e 

Super Rising Ax Kick 

G Power Bar) => = Jy m= e 
Rolling Uppercut => => 4y = E 

Super Rolling Uppercut (Ayu 

Metal Downswing ==> 0 4A 

Metal Backhand Uppercut . ==> © A E 

Metal Slammer combo starter ==> 0 AEA 

Arden Branch 1 —>HOeAHAXCO 
Arden Branch 2 >OeaAHBAABEXO 


BOBA FETT 


The most notorious bounty hunter in the universe has to 
have at least some effective skills as a fighter. He doesn’t dis- 
appoint. Plus, he has a few nasty tricks up his sleeve! 


As for Boba’s Non-Weapon Moves, there are several that 
should be in your “most used” list. In particular, he has 
moves that close the distance between himself and his 
enemy. The Jet Jump Kick.is great, as it can connect from as 
far as three character distances (it is also effective with your 
weapon drawn). Another, very effective distance-closing move is his Flying Torpedo attack which, if you 
continue to press the proper buttons, can be extremely devastating. You can even stun and bring your 
opponent to you with a Tether Line, but it requires two Power Bar blocks. 


As far as Weapon Moves, Boba carries thermal detonators, has a flamethrower, and a powerful and 
unblockable rocket pack volley that homes onto the opponent and can connect from any part of the 
arena. It will cost you a Super Gold Power bar, though. 


When it comes to drawing his weapon, Boba can deal all kinds of pain. His Rocket Shot move homes 
onto the enemy from anywhere on the screen. His gun, although not too effective to shoot, makes a 
great blunt object with which to whap opponents around. If you want combos though, you’re going to 
have to put your weapon away and use your fists. 


Non-Weapon Moves 


Left Punch 

Right Punch 
Standing Uppercut 
Spinning Backhand 
Flying Torpedo 
Tether Line (2 Power Bars) 
Drilling Uppercut 
Left Side Gut Punch 
Right Side Gut Punch 
Jet Jump Kick 
Thermal Detonator (@ Power Bar) 
Left High Kick 

Left Low Kick 

Right High Kick 
Quick Knee 

Double Sweep Kick 
Sweep Kick 
Crouching Left Punch 
Crouching Right Punch 
Low Uppercut 
Crouching Left Kick 
Crouching Right Kick 
Jump Up Punch 

Low Jumping Punch 
High Jumping Punch 
Jump Up Kick 

Low Jumping Kick 
High Jumping Kick 
Shoulder Slam 

Slide 

Ground Stomp 
Double Knee Drop 
Hip-Toss Throw 
Head-Butt Throw 
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Non-Weapon Combos 


Quick Punch Kick 
One-Two Punch 
One-Two Punch Plus Uppercut 


One-Two Punch Plus Spinning 
Backhand 


Double Spinning Backhand 
Triple Spinning Backhand 
Flame Thrower 


Rocket Pack Volley (Super Gold 
Power Bar) 
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Veen 


Fett combo starter 
Fett One-Two Branch 1 
Fett One-Two Branch 2 


Weapon Moves 


Rifle-Across Swing 
Rifle-Upswing 
Rifle-Butt 

Crouching Rifle Shot 
Standing Rifle Shot 
Angled Rifle Shot 
Rocket Shot 
Left-Side Gut Punch 
Drilling Uppercut 
Jet-Jump Kick 

Left Low Kick 

Quick Knee 

Low Jumping Punch 
High Jumping Punch 
Jump Up Kick 

Low Jumping Kick 
High Jumping Kick 
Shoulder Slam 

Slide 

Crouching Left Punch 
Crouching Right Punch 
Crouching Uppercut 
Crouching Left Kick 
Crouching Right Kick 
Ground Stomp 
Double Knee Drop 


CHEWBACCA 


AXA 
AXHBBAX®O 
AXHBHBAAHAAX 
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Chewie is a formidable opponent, as his Non-Weapon Moves 
are some of the strongest in the game. Chewie’s Head Clap 
attack and Two-Handed Push Down move will both drop an 
enemy. Also, both can be used after a series of whacks with 
his paw or right from the start, followed by a pounce attack. 
The Super Wookie One-Handed Slap is a powerful move to 
finish off a stunned opponent but requires one block on 


his power bar. 


When Chewbacca pulls out his bowcaster the real devastation begins. It has many special attacks and 
makes a great blunt weapon. He has several different types of shots, but the Super Bowcaster Blast 


and the Scatter Shot are the most effective. However, both require blocks from his power bar. 
The Super Scatter Shot is his strongest move and homes in on the opponent, but requires an 


entire Super Gold Bar. 


Non-Weapon Moves 


Back Punch 

Forward Punch 

Back Wookie Push 
Forward Wookie Push 
Standing Uppercut 
Wookie Big Slap 


Super Wookie 
Big Slap (a Power Bar) 


Head Slam Punch 
Two-Fist Uppercut 


Super Two-Fist Uppercut 
G Power Bar) 


Head Clap Attack 
Gorilla Slap 
Two-Handed Push 


Thermal Detonator 
G Power Bar) 


€ High Kick 

€ Low Kick 

=> High Kick 

=> Mid Kick 

Quick Knee 

Crouching €= Punch 
Crouching =} Punch 
Crouching Uppercut 
Crouching One-Two Punch 


Crouching One-Two Punch 
Plus Uppercut 


Crouching One-Two Punch 
Plus Super Uppercut 
(a Power Bar) 


Crouching €= Kick 
Crouching =} Kick 
Jump“ Punch 

Low Jumping Punch 
High Jumping Punch 
Jump“? Kick 

High Jumping Punch 
Shoulder Slam 
Slide 

Stomp 

Foot/Fall Pounce 
Wookie Flip Throw 
Wookie Shake Throw 
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Non-Weapon Combos 


Double Side Strike 
Wookie One-Handed Slap 


Super Wookie One-Handed Slap 


(a Power Bar) 


Double Side Strike Plus 
Two-Handed Uppercut 


Double Side Strike Plus 
Super Two-Handed Uppercut 
G Power Bar) 


Chewie Start 1 

Chewie Branch 1 
Chewie Branch 2 
Chewie Branch 3 


Weapon Moves 


Back Punch 

Bowcaster Across Swing 
Back Wookie Push 
Bowcaster Upswing 
Bowcaster Swipe 
Crouching Bowcaster Shot 
Crouching Stun Shot 
Standing Bowcaster Shot 
Angled Bowcaster Shot 
Angled Stun Shot 


Super Bowcaster Blast 
G Power Bar) 


Scatter Shot (2 Power Bars) 


Super Scatter Shot 
(4 Power Bars, ora 
Super Gold Power Bar) 


Back High Kick 

Back Low Kick 

Forward High Kick 
Forward Mid Kick 
Quick Knee 

Low Jumping Punch 
High Jumping Punch 
Jump Up Kick 

High Jumping Kick 
Shoulder Slam 

Slide 

Crouching Back Punch 
Crouching Forward Punch 
Crouching Back Kick 
Crouching Forward Kick 
Ground Stomp 
Foot/Fall Pounce 
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HAN SOLO 


The legendary Han Solo can dish it out, as well as take it. He, of course, swears by his blaster, 
but he can quiet a formidable opponent with his bare hands. His Forward Rolling moves are 
great for coming in on an enemy without worry of counterattack, as he cannot be hit while exe- 
cuting these moves. He also carries Thermal Detonators and a Defense Seeker that orbits him 
and will stun enemies when they get close. Both require a single power bar. Han’s Non-Weapon 
Combos are fairly easy to pull off and come in a wide variety. 


When it comes to Weapon Moves, there are 

several ways to shoot his blaster, but they take time to 
perform and don’t inflict too much damage. Likewise, the 
ex-smuggler’s Weapon Combos are very difficult, but 
they’re devastating when successfully executed. 
Memorize and master the combos in Practice Mode. 
Otherwise, your inexperience will get you beaten to a 
pulp while trying to perform them in the Arcade Mode. 


Non-Weapon Moves 


Advance Roll => = yJ 
Roll Uppercut == AJE 
Super Roll Uppercut 

(a Power Bar) => => AJE 
Back Punch a 

Forward Punch A 

Standing Uppercut =+ A or? A 
Spinning Backhand @+Aor@a 
Two-Fisted Uppercut +A 

Super Two-Fisted Uppercut 

(a Power Bar) ZLUS+A 
Jump Uppercut >Lsa>> es 
Super Jump Uppercut 

(G Power Bar) => = JA m en 
Back Side Gut Punch => = E 
Forward Side Gut Punch =ò => A 
Thermal Detonator 

(a Power Bar) aA 
Defense Seeker (1 Power Bar) k len T S 
Back Low Kick x 

Ak Kick => >> X 

Super Ax Kick (a Power Bar) > >> xX 
Forward High Kick e@ 

Back High Kick => +X or =) X or = + X or $a X 
Spin Kick => + © or =? © 
Front Kick CE TR mk 
Quick Knee => = © 
Crouching Back Punch a 
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Crouching Forward Punch 
Low Uppercut 
Crouching One-Two Punch 


Super Crouching One-Two 
Punch (4 Power Bar) 


Crouching One-Two 
Punch with Uppercut 


Super Crouching One-Two Punch 


with Super Uppercut 
(a Power Bar) 


Crouching Back Kick 
Crouching Forward Kick 
Jump Up Punch 

Low Jumping Punch 
High Jumping Punch 
Jump Up Kick 

Low Jumping Punch 
High Jumping Punch 
Drop Kick 

Slide 

Jump Down Punch/Pounce 
Foot/Fall Pounce 
Ground Stomp 

Hip Toss Throw 

Head Butt 


A 
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Uma 
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Jumaa 


JJm aa 

X 

e 

Tota 
(Tap) Mora 
(È first) Mor A 
Txotfte 
Mapt) X or @ 

(E first) X or @ 

=> => HOLD W or A 
=> => HOLD @ or X 
Tota 
Txote 
LXorpe 

A+X 

+e 


Non-Weapon Combos 


Rapid Kicks 

Quick Punch Kick 

One-Fist Fury 

Triple Fist Fury 

One-Two Punch 

One-Two Punch Plus Uppercut 


One-Two Punch Plus Super 
Uppercut (1 Power Bar) 


One-Two Punch Plus Backhand 


One-Two Punch Plus Super 
Backhand (1 Power Bar) 


Double Spin Backhand 
Triple Spin Backhand 
Han Start 1 

Han Branch 1 

Han Branch 2 


Weapon Moves 
Advanced Roll 
Advanced Roll 
Rolling Uppercut 


xe 
Ze 
AA 
AAA 
BA 
EA 


a> 
BAA 


BAA 
va 
Ye@aa 
XABA 
XAMABAAXA 
XABABXBAS 


PSL 
CSL 
Sle 


Super Rolling Uppercut 
(a Power Bar) 


Back Punch 

Pistol Whip 
Spinning Backhand 
Blaster Shot 


Super Blaster Shot 
(a Power Bar) 


Angled Blaster Shot 
Tracking Blast 

Back Side Gut Punch 
Jumping Uppercut 
Super Uppercut 

Back Low Kick 

Back High Kick 
Forward High Kick 
Forward Mid Kick 
Forward Mid Kick2 
Quick Knee 

Low Jumping Punch 
High Jumping Punch 
Jump Up Kick 

Low Jumping Kick 

High Jumping Kick 
Drop Kick 

Slide 

Crouching Back Punch 
Crouching Forward Punch 
Crouching Back Kick 
Crouching Forward Kick 
Crouching Blaster Shot 
Foot/Fall Pounce 
Ground Stomp 

Hip Toss Throw 

Head Butt 


Weapon Combos 


Rapid Kicks 

Rapid Tracer Stream 
(Super Gold Power Bar) 
Desperado Draw Combo Starter 
Desperado Draw Branch 1 
(a Power Bar) 

Desperado Draw Branch 2 
(2 Power Bars) 

Desperado Draw Branch 3 
(3 Power Bars) 

Desperado Draw Branch 4 
(Super Gold Power Bar) 
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e 

= + @ or = @ 
@+@0r@@e 

=> => © 
(Tap) E ora 
(È first) Mor A 
T XoT e@ 
Map T) Xor @ 

(È first) X or @ 

= => HOLD W or A 
=> => HOLD X or @ 
Hold Ym 

Hold Ya 
Hold-%X 

Hold Yo 

QHOLD YS) a 
Txote 
LX or Leo 

A+X 

+e 


xe 
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Ly Ly aa 
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HOAR 


This scum from Tantooine is a very formidable foe and should 
not be discounted. Hoar’s Non-Weapon Moves aren’t terribly 
dramatic, but put a staff in his hand and look out! His weapon 
moves will intimidate any warrior. The sheer quantity of his 
Weapon Moves is impressive. His most powerful and unstop- 
pable moves are the Whirling Dervish and Whirling Banshee. All 
of his staff moves can also be effective. Hoar’s combo Starter 
and Branches are very difficult to pull off because of the precise 
timing required. You should only try him out once you have 


learned some of the other characters’ moves. 


Non-Weapon Moves 


Back Punch @ 

Forward Punch A 

Spinning Backhand @+AorG@a 
Back High Kick xX 

Forward High Kick e 

Forward Kick => + @ or =} @ 
Sweep Kick DRX 

Crouching Back Punch a 

Crouching Forward Punch A 

Low Uppercut DRA 
Crouching Back Kick X 

Crouching Forward Kick s 

Low Jumping Punch (apf) Mora 
High Jumping Punch (E first) Mora 
Jump Up Kick Txote 
Low Jumping Punch (Tap) X or @ 
High Jumping Punch & first) X or @ 
Drop Kick => => HOLD W or A 
Slide => => HOLD @ or X 
Ground Stomp LX orL+@ 
Foot/Fall Pounce T +Xorf +e 
Knee Attack M@+@ora+X 


Non-Weapon Combos 


One-Two Pounce BA 

One-Two Punch with Flip Kick MAX 
Weapon Moves 
Staff Back Across Swing E 
Overhead Staff Swing A 
Staff Forward Across Swing e 
Staff Upswing => + @ or =? © 
Backhand Strike @+@0r@@e@ 
Super Staff Uppercut 
G Power Bar) => = Jy a 
Kick With Staff X s 
Front Mid Kick With Staff => +X or =$ X 


Spinning Mid Kick 

Sweep Kick 

Jump Up Staff 

Low Jumping Staff 
High Jumping Staff 
Jump Up Kick 

Drop Roll 

Slide 


Crouching Staff 
Back Across Swing 


Crouching Overhead Staff Swing 


Crouching Staff 
Forward Across Swing 


Crouching Kick 
Gaffi Ground Stab 
Ground Stomp 
Foot/Fall Pounce 
Impaler 

Piercing Spin Slam 


Weapon Combos 


Back-Forward Staff Swing 
Back-Forward Staff Swing 
Plus Staff Backhand 


Back-Forward Staff Swing 
Plus Super Staff Backhand 
G Power Bar) 

Back-Forward Staff Swing 
Plus Low Staff Swing 
Back-Forward Staff Swing 
Plus Super Low Staff Swing 
G Power Bar) 


Staff Double Down Swing 


Super Staff Double Down Swing 


(2 Power Bars) 
Staff Uppercut 


Super Staff Uppercut 
(a Power Bar) 


Staff Uppercut Plus Surprise 


Staff Uppercut Plus 

Super Surprise (4 Power Bar) 
Super Staff Uppercut 

Plus Surprise 

Super Staff Uppercut Plus 
Super Surprise (1 Power Bar) 


Gaffi Gas Attack (2 Power Bars) 


Double Spin Staff 
Quad Spin Staff 


Super Quad Spin Staff 
G Power Bar) 
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Whirling Dervish 1 UY @eaAeCXnACXE oe E 


Whirling Banshee Power 


(Super Gold Power Bar) UY @e@AOCOXHACXE 
Hoar Start @xXX@a 

Hoar Branch 1 © XXO AANA 

Hoar Branch 2 SXX@®@AXAOOOO 


PRINCESS LEIA 


Being a princess never stopped Leia from holding her own in a battle. Like her brother, Luke, she has 
some very strong force attacks. Her Non-Weapon and Weapon Moves are quite balanced so one isn’t 
necessarily more effective than the other. When it comes to Non-Weapon attacks, she carries Thermal 
Detonators in all shapes and sizes. The Laser Seeker is the most powerful and will home in on a mov- 
ing opponent. Leia also has a few martial arts-sty!e kicks—her strongest attribute. The Crippler is a 
classic and must be used whenever the situation 

arises. She also has the power to heal herself during battle, a —— 
but this must only be attempted when she is far enough away PRINCESS LEIA, |. “PRINCESS LEA , 
and not vulnerable to attacks. i 


When Leia whips out her staff, a whole batch of powerful | 4%. i 
moves will become available. All the kicks will still be there, eet ae 
but her strong staff moves will then accompany them. The f 

Staff Thrust and the Staff Spear moves are ones to rely on, but 
those are Weapon Combos that will dazzle your friends. You 


have to be quick to get them to work, though. | SS EETA E Ea Ee | 


Non-Weapon Moves 


Advance Roll >So 
Back Punch a 

Forward Punch A 

Spinning Backhand @+aAor@a 
Back High Kick : X 

Back Low Kick => +X or = X 
Forward Kick To Head e@ 

Front Kick +@0r@0e@ 
Spin Kick => + @ or =? @ 
Hand Spring Retreat Kick +X or =X 
Crescent Kick =e 
Double Flying Kick > xX 

Flip Kick => >> xX 

Low Kick Uppercut a>) x 
Thermal Detonator (4 Power Bar) =) A 
Detonator Stun (2 Power Bars) ea 
Replicating Detonator A 

G Power Bars) =ò a = A 
Laser Seeker 

(Super Gold Power Bar) =ò a = A 
Healing Force (4 Power Bar) LA wx 


Crouching Back Punch a 


Crouching Forward Punch 
Crouching Back Kick 
Crouching Forward Kick 
Low Jumping Punch 

High Jumping Punch 
Jump Up Kick 

Low Jumping Kick 

High Jumping Kick 

Dive Roll 

Slide 

Jump Down.-Punch/Pounce 
Soccer Kick 

Foot/Fall Pounce 

The Crippler 

Knee Attack 


A 

X 

@ 

Map T) Mor A 
(E first) Bor A 
TxoTfte 
Mapt) Xor @ 
(È first) X or @ 


= => HOLD Mor A 
=) => HOLD X or @ 


Teota 
ZX or Leo 
T Cork xX 
A +X 
M+@ora+X 


Non-Weapon Combos 


Aerial Cartwheel Kick 
Double Roundhouse 
Double High Kick 


Weapon Moves 
Advanced Roll 

Staff Back Side Swing Across 
Overhead Staff Swing 

Staff Forward Side Swing Across 
Staff Upswing 

Staff Backhand Strike 

Staff Uppercut 

Staff Thrust 


Super Staff Thrust 
(a Power Bar) 


Staff Spear 

Super Staff Spear (1 Power Bar) 
Flip Kick 

Forward Kick To Head 
Front Kick 

Handspring Retreat Kick 
Double Flying Kick 

Low Kick Uppercut 

Jump Up Staff 

Low Jumping Staff Swing 
High Jumping Staff Swing 
Jump Up Kick 

Low Jumping Kick 

High Jumping Kick 

Dive Roll 


=> x 
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ee 


= Syg 


=> + @ or = @ 
@+@0r@e 
Isle 
~>ye 


<> e 

=> => m 

4 => =m 
=> => X 

XxX 

=> +X or => X 
= +X or ax 
«=x 
tx 
T+Bofr+a 
(lap) Mora 
@ first) Bor A 
xX 
Map T) X 

@ first) X 


= => HOLD M or A 


Slide => => HOLD X or @ 


Crouching Staff Back Side 
Swing Across a 


Crouching Overhead Staff Attack A 
Crouching Staff Forward Side 


Swing Across eS 

Crouching Forward Kick X 

Soccer Kick x 

Foot/Fall Pounce Tx 

The Crippler A +X 

Knee Attack M@+@orAa+X 


Weapon Combos 


Aerial Cartwheel Kick =ò =x 
Back-Forward Staff Swing Ze 
Back-Forward Staff Swing Plus 

Staff Backhand Strike Bee 


Back-Forward Staff Swing Plus 
Super Staff Backhand Strike 


G Power Bar) EESE] 

Staff Double Thrust => => © © 

Super Staff Double Thrust 

(2 Power Bars) <-> e0@ 

Staff Double Down Strike = = a 

Staff Verticle Double Strike => @ A r™)+OA 
Super Staff Vertical 

Double Strike (1 Power Bar) =PHe@Aa 

Leia Start 1 eonxxe 

Leia Branch 1 @BXX@®x@eAacee 
Leia Branch 2 @OBXX@OBOAHO 


LUKE SKYWALKER 


Luke Skywalker is a naturally strong character and is a good 
one to learn first. With the force as his ally, he is an incredible 
warrior with or without his lightsaber. He uses the force for 
defense, as he can heal himself depending on the amount of 
Power Bar blocks he has. He can also use the force as an 
offensive weapon with his Force Bolts. Luke, unfortunately, 
doesn’t have much in the way of Non-Weapon Combos. 


Armed with his lightsaber, Luke can be unstoppable. The Jedi 
Blade Throw is one of the most effective moves, as his 
lightsaber seeks out enemies and cuts them to shreds. The 
Force Crescent is also useful as an initial attack before laying 
in with one of his many combos. Just about every sword swing 
you’ve seen in the movies is here! 


Non-Weapon Moves 


Advance Roll 

Back Punch 

Forward Punch 

One-Two Punch 

Back High Kick 

Forward High Kick To Head 
Forward Low Kick 

Force Bolts (a Power Bar) 
Healing Force (1-4 Power Bars) 
Crouching Back Punch 
Crouching Forward Punch 
Crouching Back Kick 
Crouching Forward Kick 
Low Jumping Punch 

High Jumping Punch 

Low Jumping Kick 

High Jumping Kick 
Forward Flip 

Slide 

Jump Down Punch/Pounce 
Soccer Kick 

Hip Toss Throw 

Knee Attack 


Weapon’ Moves 
Advanced Roll 

Saber Back Swing 

Saber Overhead Swing 

Saber Jab 

Super Saber Jab (a Power Bar) 
Saber Forward Swing 

Saber Uppercut 


Super Saber Uppercut 
(a Power Bar) 


Saber Low Sweep Clothesline 
Saber High Sweep Clothesline 
Saber Lunge 

Deadly Saber 


Super Deadly Saber 

(a Power Bar) 

Force Crescent (1/2 Power Bar) 
Jedi Blade Throw 

(2-4 Power Bars) 

Forward High Kick 

Jump Up Saber 

Low Jumping Saber Swing 
High Jumping Saber Swing 
Jump Up Kick 

Low Jumping Kick 

High Jumping Kick 
Forward Flip 


at 
m 


A 

BA 

Xx 

@ 

=> + @ or e@ 
Isa 
Joma 
T 

A 

x 

® 
(lap) E or A 
@ first) Mora 
Mapt) X or @ 
(E first) X or @ 
= => HOLD M or A 
=> => HOLD X or @ 
Teowkfa 
LxXorpe 
+o 

X+ & 


=> = Syg 
a 


A 
=+ A or» A 
(=a 

So 

=> + @ or =} @ 


->e 
tis 

=> => © 
=> => m 
=> {0 


= éo 
Ha 


a- OE 
X 


TiBoRPsrCoria 
Mapt) Mor@ora 

(E first) Mor @ or A 
Tx 

Mapt) X 

first) X 

=> => HOLD W or A 


WN 
co 
<= 
= 
c 
< 
— 
N 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 
| 


Slide = => HOLD X or @ 

Crouching Back Side Saber Swing W 

Crouching Overhead Saber Swing A 

Crouching Forward 

Side Saber Swing Q 

Crouching Back Kick x 

Jedi Pounce T+BoTr+a 

Soccer Kick EX 

Hip Toss Throw +e 

Knee Attack A +X 
Weapon Combos 

Jedi Precision Double Swing Ise 

Jedi Precision Cutting Complete Jaooo 

Super Jedi Precision 

Cutting Complete (1 Power Bar) Is e-3«@ 

Double Precision Saber Uppercut ™>Yape 

Super Double Precision 

Saber Uppercut (1 Power Bar) > LV e 

Light Saber Sweep = JA m m 

Super Light Saber Sweep 

(a Power Bar) => = JA = m 

Figure-8 Swing @B+A 

Super Figure-8 Swing aM A 

Forward -Back Saber 

Double Swing om 

Forward-Back-Forward 

Saber Triple Swing ene 

Super Forward-Back-Forward 

Saber Triple Swing 

G Power Bar) ene 

Slashing Stab Combo BA 

Luke Start 1 enxm 

Luke Branch 1 @MXEBXAXA 

Luke Branch 2 @mXHAXX® 


THOK 


This guy may not be that popular, but he still has some useful moves. Like Arden Lyn, Thok always has 
his weapon drawn so he has only one set of moves. His Head Rush move is great for knocking oppo- 
nents out of the arena. Most of his ax attacks are more powerful than many of the other characters’ 
weapon attacks, and they can surprise an unaware player. His 
top moves are the Growth Move which will make him increase 
in size depending on the amount of blocks in his Power Bar. Do 
the move again or when you have a Super Gold Power Bar to 
pull off the devastating Tera Kasi Flame Stream. Another fun 
and effective move is the Butt Drop Shockwave, but it takes 
one block from your power bar. 


Special Moves 
Ax Back Swing 

Overhead Ax Swing 

Ax Forward Swing 

Ax Handle Smack 

Ax Jab 

Backhand Ax 

Advance Roll 

Rolling Ax Uppercut 


Rolling Flame Ax Uppercut 
(a/2 Power Bar) 


Overhead Chop 


Flaming Overhead Chop 
(a/2 Power Bar) 


Fancy Twirl Ax 


Flaming Fancy Twirl Ax 
(a/2 Power Bar) 


Head Rush 
Jumping Ax Uppercut 


Jumping Flame Ax Uppercut 
(1/2 Power Bar) 


Spinning Low Slash 


Flaming Spinning Low Slash 
(1/2 Power Bar) 


Spinning Mid Slash 


Flaming Spinning Mid Slash 
(a/2 Power Bar) 


Butt Drop Shockwave 
(a Power Bar) : 


Growth (1/4-4 Power Bars) 


Teras Kasi Flame Stream 
(Super Gold Power Bar) 


Back High Kick 

Front Kick 

Forward Mid Kick 

Font Low Kick 
Crouching Back Punch 
Crouching Overhead Ax 
Low Ax Sweep 
Crouching Low Kick 
Jump Up Ax Attack 

Low Jumping Ax Swing 
High Jumping Ax Swing 
Jump Up Kick 

Low Jumping Kick 

High Jumping Kick 
Shoulder Slam 

Slide 

Soccer Kick 

Butt Drop 
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(È first) Bor @® or A 
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Mapt) X 

E first) X 

= => HOLD W or A 
= => HOLD X or @ 
BX 

T+XoTo 


Combos 


Ax Forward-Back Combo eon 

Ax Hi-Low Combo Jon 

Ax Twirl To Uppercut Combo A+@A 

Flaming Ax Twirl to 

Uppercut Combo (1/2 Power Bar) QYA+@A 

Flaming Ax Twirl to Flaming 

Uppercut Combo (a Power Bar) ASET LN 

Thok Start 1 enano 

Thok Branch 1 CAFS EFSI] 
Thok Branch 2 CAFS LILYA] 


DARTH VADER 


The evil Darth Vader is at least as powerful as Luke, if not a little more menacing. Most of Vader’s 
moves are similar to Luke’s but they use different button combinations. Unique to Vader is the Force 
Death move, which will take all of his Super Gold Power Bar 
to execute, but will simply annihilate an opponent. He can, 


ommi n a 
of course, use the force to heal himself, but what he is best | Danma DARTH VADER 
known for is his signature Force Choke Grip Hold move. 

= > P wr 
With his lightsaber in hand, this master of the dark side is D “W id Sy 
5 a P A a | s : 
hard to stop. Most of his moves are similar to Luke’s and his ga s 


Weapon Combos are unstoppable once learned. 


Non-Weapon Moves 


Back Punch a 

Forward Punch A 

Spinning Backhand @+Aor@a 
Back High Kick x 

Forward High Kick ® 

Front Kick +@0r@e 
Front Low Kick =>+@0r>>@e@ 
Quick Knee => => @ 

Force Bolts (4 Power Bar) Isa 
Force Death Strike 

(Super Gold power bar) (Legasa 
Healing Force Jama 
Crouching Back Punch p] 

Crouching Forward Punch A 

Crouching Back Kick Xx 

Couching Forward Kick ® 

Low Jumping Punch (Tap) E ora 
High Jumping Punch first) Mor A 
Low Jumping Kick . Tap) Xor@ 
High Jumping Kick fF first) X or @ 
Shoulder Slam => => HOLD W or A 


Slide 

Ground Stomp 

Jump Down Punch/Pounce 
Force Choke Grip 


Weapon Moves 


Back Swing Saber 

Overhead Saber 

Hilt Butt Smack 

Forward Swing Saber 

Wide Slash 

Wide Super Slash (1 Power Bar) 
High Spin Saber Strike 

Deep Thrust Lunge 


Super Deep Thrust Lunge 
G Power Bar) 


Overhead Saber Lunge 
Deadly Forward Saber 


Super Deadly Forward Saber 
(a Power Bar) 


Force Crescent (1/2 Power Bar) 
Back High Kick 

Front Low Kick 

Front High Kick 

Jump Up Saber Attack 

Low Jumping Saber Swing 

High Jumping Saber Swing 
Jump Up Kick 

Low Jumping Kick 

High Jumping Kick 

Shoulder Slam 

Slide 

Crouching Back Saber Swing 
Crouching Overhead Saber Swing 
Crouching Forward Saber Swing 
Crouching Back Kick 

Ground Stomp 

Jedi Pounce 

Force Choke Grip 


Weapon Combos 


Difficult Quad Cut 
Lightsaber Sweep 
Super Lightsaber Sweep 
Figure-8 Swing 

Super Figure-8 Swing 
Darth Start 1 

Darth Branch 1 

Darth Branch 2 
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STAR WARS SECRETS 


Unlocking Hidden Characters 


To earn any of the secret characters, the “Player Change At Continue,” found in the Options menu, 
must be set to “No.” 


DARTH VADER 


Beat the Arcade Mode using Luke Skywalker to unlock Darth Vader. The difficulty level must be set to 
Standard or higher for it to work. 


STORMTROOPER 


Beat the Arcade Mode using Han Solo to unlock the Stormtrooper. The difficulty level must be set to 
Standard or higher for it to work. 


Slave LEIA 


Beat the Arcade Mode using Princess Leia to unlock the slave outfit for Leia. The difficulty level must 
be set to Jedi for it to work. 


MARA JADE 


To earn Mara, you have to enter the Team Mode with the difficulty set to Jedi. Press and hold L1 + L2 + 
R1 while selecting Team Mode and during the following loading screen. The computer will pre-select 
the Rebellion side for Player 1 and the Empire side for the CPU/Player 2, and you will see a text mes- 
sage, “Battle for Mara Jade.” Win the battle against the Empire and Mara Jade will become available. 


JODO KASI 


Play and defeat seven or more characters in Survival Mode. 


Select Any Arena 


Unlock the ability to select arenas (in Practice and Arcade modes only) by playing through Arcade 
Mode with Chewbacca on Standard or higher difficulty. 


Cheats 


All of the following cheats are entered during the Character Loading screen and appear only in Versus 
or Practice modes. 


BIG HEAD 
Hold SELECT during loading. 


SUPER DEFORMED 
Press and hold SELECT, then press-$and X during loading. 


TINY MODE 
Press and hold SELECT ++ X + R2 during loading. 


Pitfall 3D 
E JUNGLE” oa 


LEVEL 1: TRAINING 


This is a short, outdoor training session to get you used to your controls and some of the more com- 
mon obstacles that you’ll face. 


Enemies: 
Darter 
Scorpion 


Mechanics: 
| Platforms— There isn’t much to a platform. Just try not to fall off. 


i | Vines— You can control which way the vines swing by holding down a direction on the 
D-pad. They’ll either move in/out or left/right. 


iE Pits— You can always earn some extra time by jumping once you’re halfway across the pit. 


iE Health Station— This allows you to trade in crystals you’ve collected for health. At the 
end of every level, remaining crystals can be used towards extra lives. 


IiE Rolling Logs— Wait until they’re coming toward you, then jump. 


LEVEL 2: 
THE CITY OF SHENRAK 


The Moku once lived in this terraced area and the remnants of their civilization can be seen here. The 
area is now overrun by animals and low-level guards trapped in the city after it was sealed off by the 
Scourge with a force dome. You must travel through the city and collect four Orb Keys to unlock the 
grate leading to the secret underground area. 


Enemies: Mechanics: 
Papwa Ipo Vines 
Darter Pits 
Scorpion Platforms 


Health Station 


New Mechanics: 
tT | Windmill Blades— These are rotating hazards on the tops of buildings. 


iE —" Hazards— The Moku’s only city defenses. They shoot projec- 
tiles. 


IiE Breakaway Platforms— Move fast, they’ll fall if you stop for too long. 


iE Falling Rocks— It’s not over once the rock falls. Watch out for the smaller 
pieces that break off. 


Power-ups: 


Flash Bomb— This causes a giant circular explosion that kills anything in its radius. 


Time Bomb— Once you drop this bomb, run out of range fast or you'll take damage yourself. 


LEVEL 3: 
UNDERGROUND CAVERNS 


This level is reached through the grate at the end of the previous level. The caverns exist naturally 
beneath Shenrak and houses Lucense, the magic source that fueled the growth of Moku civilization. 
You must turn on the five Lucense extractors to return power to Shenrak. 


Enemies: Mechanics: 
Demon Bat Vines 
Earth Soldier Pits 
Scorpion Platforms 


Breakaway Platforms 
Health Station 


New Mechanics: 


tT | Lucense spill— These glowing puddles of Lucense will lift you into the air and leave you 
to the whims of inertia. Use the D-pad to control your glide to safety. 


HT | Rings— Hook the rings with your pick axe and thrust yourself across areas that have no 
ground. 


IiE Up/Down Rings— As the name implies, these rings will move you up or down. 


IiE Launch Rings— These rings will spin you in circles, adding the extra challenge of having 
to time your jumps. 


IiE Hoist Point— This is a ring that attaches to a power tower and allows you to hoist up. 
IiE Steam Jets— Avoid these bursts of steam in the ground or youíll take some damage. 


IiE Mechanical Bridges— Similar to pits, you’ll have to watch their movement carefully 
before attempting to run across. 


Power-ups: 


tT | Time Bomb— Once you drop this bomb, run out of range quickly or you'll take damage 
yourself. 


i Lightning— A ball of lightning circles around you, electrocuting nearby enemies. 


ENEMY DESCRIPTIONS 


Scorpion Darter 

This giant insect has come a long way from A small, hovering creature that spins in the air, 
being a few white dots on the screen in the orig- resembling a pinwheel. It has a pointed center 
inal Pitfall. It’s got a few tricks up its exoskele- that it uses to impale its victims and drain nour- 
ton, but it’s still one of the easiest enemies ishing blood. When Harry gets too close, it will 


you'll encounter. Remember to duck before you dive bomb and do some mild damage. Time your 
swing, and you’ll do fine. swing right, and you can swat it out of the air. 


Papwa lpo 

Once the Moku peoples’ pets, the Ipos have 
returned to their old ways with the fall of their 
masters. Pesky, mischievous little monkey-like 
creatures, they now reside in the canyon walls 
and hurl magic projectiles at Harry. They tend 
to keep their distance, and rarely get close 
enough for you to attack. 


Demon Bat 


A serpentine flying creature. It circles above 
and dive attacks upon detecting any threat. A 
Demon Bat can attack with a slashing tail or by 
launching projectiles. It can also lift its prey up 
in the air and drop it. Demon Bats also appear 
in the Fire variety, with the added ability of a 
flame attack. 


Earth Soldier 


Earth Soldiers are a dangerous hybrid of ani- 
mal and mineral, capable of burrowing into the 
rock floor, then bursting out and hurling rocks 
at you. As long as you stay out of their throw- 
ing range, though, you are safe from attack. 


Roller 


Attacking first as a boulder, it will morph into 

humanoid shape at close range. At this point 

only, it is vulnerable to attack. Jump or dodge 
its approach, then quickly get in a shot before 
it returns to its boulder form. 


REGION ONE: 


Magmoid 
The Scourge’s mining slaves, these drone 


workers formed from hardened lava will stop 
and attack if threatened. 


Imp 


These flying, disembodied heads often attack 

in packs by attacking about the head and legs. 
Be particularly careful on narrow passageways 
and crossings, as they will try to knock you off. 


Fire Djinn 
Beneath their armor are bodies composed of 
pure fire. These deadly warriors attack with 


fireballs, so wait until just after one is thrown 
to move in and attack. 


Bormnswag 


Half-human, half-wolf, Bornswags are usually 
found guarding important items or areas. 


Blade Djinn 


Made from living blades, the Blade Djinn is the 
hardest enemy you will face. It attacks quickly 
in a whirlwind of flashing steel. 


UNDER THE FORCE DOME 


After leaving Earth, Pitfall Harry (that’s you) ends up in the Moku city of Shenrak, encased under 
a force dome by the evil Scourge. The goal of these first levels is to restore the energy of 
Lucense, allowing you to break through the dome and escape into the larger, more dangerous 


world. 


LEVEL I: 


City APPROACH 
Enemies: 
Scorpion 


Darter 


Features: 


iE Platforms— There isn’t much to a platform. Just try not to fall off. 


LL] Vines— You can control which way the vines swing by holding down a direction on 
the D-pad. They'll either move in/out or left/right. 


iE Pits— You can always earn some extra time by jumping once you’re halfway across 


the pit. 
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Health Station— This allows you to trade in crystals you’ve collected for health. At the 
end of every level, remaining crystals can be used towards extra lives. 


Rolling Logs— Wait until they’re coming towards you, then jump. 


LEVEL 2: 
LOWER CITY 


Enemies: Features: 
Scorpion Platforms 
Darter Vines 
Papwa Ipo Pits 


Health Station 


New Features: 


Windmill Blades— These are rotating hazards on the tops of buildings. 
Shooting Hazards— The Moku’s only city defenses. They shoot projectiles. 
Breakaway Platforms— Move fast, they’ll fall if you stop for too long. 


Falling Rocks— It’s not over once the rock falls. Watch out for the smaller pieces that 
break off. 


Power-ups: 


Flash Bomb— This causes a giant circular explosion that kills anything in its radius. 
Time Bomb— Once you drop this bomb, run out of range fast or you'll take damage yourself. 


LEVEL 3: 
UNDERGROUND CAVERN 


Enemies: Features: 
Scorpion Platforms 
Demon Bat Vines 
Earth Soldier Pits 


Health Station 
Breakaway Platforms 


New Features: 


Lucense spill— These glowing puddles will lift you into the air and leave you to the whims 
of inertia. Use the D-pad to control your glide to safety. 


anea Hook the rings with your pick axe and thrust yourself across areas that have no 
ground. 


Up/Down Rings— As the name implies, these rings will move you up or down. 


Launch Rings— These rings will spin you in circles, adding the extra challenge of having 
to time your jumps. 


Hoist Point— This is a ring that attaches to a power tower and allows you to hoist up. 
Steam Jets— Avoid these bursts of steam in the ground or yov’ll take some damage. 


Mechanical Bridges— Similar to pits, you’ll have to watch their movement carefully 
before attempting to run across. 


Power-ups: 
IiE Time gai Once you drop this bomb, run out of range fast or you’ll take damage 
yourself. 


IiE Lightning— A ball of lightning circles around you, electrocuting nearby enemies. 


LEVEL 4: 
ZIGGURAT 


Enemies: Features: 
Darter Platforms 
Papwa po Health Station 
Demon Bat Windmill Blades 
Roller Falling Rocks 
Lucense Spill 
Rings 


Up/Down Rings 
Launch Rings 


New Features: 


iE Lucense Fountain— A fountain of Lucense that shoots you up in the air. 


IiE On/Off Platforms— Similar to pits, these platforms rhythmically disappear, then 
reappear. 


iE Moving Walls— Avoid these sliding walls, floating on small pools of Lucense. 

ii Zip Rings— These will send you long distances. Just hang on. 
Power-ups: 

iE Flash Bomb— This causes a giant circular explosion that kills anything in its radius. 


i It— A handy little orb that does the dirty work for you. As soon as you get close to 
an enemy, the orb will float over to it and pummel it silly. 


END Boss |1: 
GLADIATOR 


You are now inside the main pyramid from level four. It is the Lucense storage tank. Unable to 
destroy the precious substance, the Scourge has left the Gladiator behind to guard the supply. 


Within the room are four valves, each positioned at a different height. The valves raise the level 
of the Lucense. To reach to them, you must dodge the laser beams that slide in all directions 
across the surface. If you take too long reaching any of the valves, the Gladiator will pull a chain, 
draining the Lucense to the previous level. 


When the fourth valve is turned, the level will keep rising and the Gladiator will be submerged. At this 
point, you can escape by climbing up the chain next to the Gladiator. 


With its tank full, the main temple can now fire a Lucense beam up into the sky, dispelling the force 
dome that surrounds the city. 


REGION 2: 
THE VOLCANO 


You have destroyed the force dome that covered Shenrak and escaped. You meet up with Mira, the 
beautiful leader of the rebels, and together you plan to destroy the Scourge’s mining operations. The 
Scourge mines lava to create an evil red form of the blue Lucense. This evil red Lucense will soon 
make her strong enough to carry—out a full—scale invasion of Earth. 


LEVEL 5: 
CRATER FIELD 


Enemies: Features: 
Scorpion Platforms 
Roller Health Station 
Magmoid Breakaway Platforms 
On/Off Platforms 


New Features: 


tT] Fire Balls— Run fast to escape the giant fireballs that emerge from the craters and pursue 
you. 


Mi Dangerous Ground— Cracked and oozing lava, this ground will hurt if you step on it. 


iE Lava Bombs— Death from above. Watch out for these falling chunks of magma. Once 
they drop, they shatter on impact, producing smaller globs of lava which can cause dam- 
age as well. 


IiE Fire Jets— Similar to steam jets only worse, because... well, they’re fire. 


i] | Teleporters— As teleporters tend to do, these will transport you instantly from one loca- 
tion to another. 


Power-ups: 
| Summon Lava— A fun party trick, this power-up hails lava bombs down on all nearby 
enemies. 


tT] Super Harry— This charges your pickaxe with enough killing power to take out all ene- 
mies with one swipe. 


LEVEL O: 
VOLCANO DESCENT 


Enemies: Features: 
Magmoid Platforms 
Fire Demon Bat Health Station 
Imp Up/Down Rings 
Zip Rings 


New Features: 


iE Pipes— You can walk safely along these enormous pipes that span across the lava 
rivers far below. 


tT | Conveyor Pipes— These conveyors push you forward or backward against your will, 
making it a lot harder to cross timing obstacles like gears. 


IE Gears— Huge metal cogs that rotate around pipes. Wait for the openings to pass 
through. 


iE Chains— A nifty chain version of the traditional vine. 

IE Deadly Ground— Like Dangerous Ground, only more deadly. You will die if you 
stand on it for too long. 
the air. 


[L] On/Off Rings— What the On/Off platforms did for platforms, the On/Off Rings do 
for Rings. 


L] Ash Platforms— A different kind of breakaway platform. 


Power-ups: 
It 
Summon Lava 


LEVEL 7: 
DEMOLISHED MINES 
Enemies: Features: 
Magmoid Platforms 
Imp Health Station 
Fire Djinn Breakaway Platforms 
Lava Bombs 
Pipes 
Conveyor Pipes 
Gears 


Chains 


iE Geyser Caps— Stand on these platforms and let the burst of steam thrust you into _ 
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New Features: 


i | Lava Cannon— This gun will track your movement, hitting you with a chunk of lava if you 
stand still for too long. 


IiE Lava Bubbles— Dangerous bubbles of lava that rise up out of the ground and burst, 
sending debris in all directions. 


Power-ups: 
Lightning 
Summon Lava 


END Boss 2: 
KRYLL THULAR 


After completing the Volcano Region, you end up deep inside the largest Volcano. This is where the 
Scourge is storing lava to be refined into red Lucense, a less stabile form of its blue counterpart. Kryll 
is a giant serpent beast guarding the reservoir who dives in and out of the lava, shooting fireballs from 
its mouth. 


You must first visit the nearby Fire Djinn to reach the gun turret. This will awaken Kryll. There are 
Power-ups located at the outer extents of the reservoir. These Power-ups are ammunition for the tur- 
ret. Collect a power-up and bring it to the turret. Once inside, you will have five shots to try to knock 
out pieces of Kryll’s body. Destroy all seven segments to kill the serpent. 


REGION 3: 
‘THE PRISON 


You have a lot of work ahead of you. You must make your way out of the prison, connect the cell 
blocks, destroy the life extraction machine, and free the prisoners to move on. 


LEVEL 8: 
PRISON CAMP 


Enemies: Features: 
Earth Soldier Platforms 
Fire Djinn Health Station 
Bornswag Rings 
Hoist Points 
Launch Rings 
Up Rings 


New Features: 
tT | Cages— The Cell Block’s prison cages. Use them cages like platforms and jump to safety. 


IiE Fall— away Cages— Your added weight will send these cages plummeting, so don’t stay 
on for more than a second. 


(L Dangerous Chains— These chains have electrical pulses running through them. You have 
to use them, but jump off as soon as you can. 


I | Shockers— Jump and roll to get past these deadly beams, stretching both high and 


low between two poles. 


iE Mashers— Giant, rhythmic, mechanical crushers. 


iE Proximity Mines— Get too close to these mines and they’ll bridge the rest of the 


distance, exploding on contact. 


Power-ups: 


iE Time Bomb— Once you drop this bomb, run out of range fast or you’ll take dam- 


age yourself. 


iE Boomerang— A potent weapon, the boomerang idly circles you until you press the 
power-up button and point it in the right direction. Once it hits the enemy, it flies 
back and continues circling. This allows you to attack from a distance. 


LEVEL 9: 
PRISON PIT 


Enemies: Features: 
Imp Platforms 
Bornswag Health Station 
Blade Djinn Zip Rings 
Rings 


Power-ups: 
Super Harry 
Boomerang 


REGION 4: 


Up/Down Rings 
Launch Rings 
Dangerous Chains 
Cages 

Fallaway Cages 
Shockers 
Mashers 


THE SCOURGE’S LAIR 


This is it, the den of the boss lady herself. You must infiltrate her fortress and foil her diabolical 


plans. 


LEVEL 10: 


THE DARK VEIL 


Enemies: Features: 
Earth Soldier Platforms 
Bornswag Pits 
Blade Djinn Health Station 


Proximity Mines 
Shocker 

Chasing Spike Ball 
Ash Platforms 
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New Features: 
IiE Deadly Logs— Like the rolling logs from before, but they kill much faster. 


iE Slippery Vines— Impossible to grip, you will slip off these vines if you hang for too long 
IiE Evil Lucense— Just like blue Lucense, only harder to control. Oh, and it’s evil too. 
iE Slippery Moss— This ground causes you to slide around. 


Power-ups: 
Super Harry 


It 


LEVEL 11: 
‘THE MATRIX 


Enemies: Features: 
Fire Djinn Platforms 
Blade Djinn Health Station 
Breakaway Platforms 
Zip Rings 
Rings 


Slippery Vines 
Chasing Spike Ball 


New Features: 


IiE Evil Lucense Fountains— Instead of shooting you straight up, these fountains send you 
out of control. 


IiE Spinning Spike Ball— Rather than chasing, this spike ball circles around in a complex 
pattern. 


Power-ups: 
Lightning 


Boomerang 


END Boss 3: 
SCOURGE 


The final confrontation takes place within the Scourge’s inner fortress, in the long rift generator that 
resembles a particle accelerator. This device focuses red Lucense in order to create a portal through 
which the Scourge’s army can invade Earth. While battling the demon boss, you must make your way 
down the generator and, eventually, to the large platform where the invasion rift is located. The 
Scourge uses a variety of attacks on you, but must retreat to sources of red Lucense and prepare for 
another round. She morphs between two forms throughout the level. At full strength, she becomes a 
hellish demon, and at low energy she takes the form of a beautiful woman. Avoid her attacks and find 
the moments when she is vulnerable to weaken her. To finish her off, you will need the help of Mira, 
who the Scourge has taken captive. Destroy the Scourge, free Mira, and escape with her through the 
diminishing rift, taking Mira back to Earth with you. 


Street Fighter EX 


B = Away (standing block) 


F = Forward (toward) Guard Breaks are the same for 
é all characters: same strength P 
U = Up (jump) and K. 


D = Down (crouch) 


LP = Light Punch 


CODES 


These codes are easily attained by passing 220 
of the tests in Expert Training Mode, but rather 


MP = Medium Punch 
HP = Hard Punch 


LK = Light Kick than having to discover them yourself, we’ve 
done the dirty work and listed them all here for 

MK = Medium Kick your enjoyment. Of course, if you want access 

HK = Hard Kick to all the codes, you’ll have to pass all 304 of 
the tests, but there’s enough here to keep you 

DF = Down & Forward busy if you decide not to take the hard road. 
Hado-Ken! 


DB = Down & Back (crouching block) 


eo oe CPU controls your 


UB = Up & Back character in Team 
CB = Charge Back (approx. Battle Mode 
2 seconds) On the VS screen, press and hold L2 and Select. 
CD = Charge Down (approx. For one round, the CPU will fight for you! 
2 seconds) 
CDB = Charge Down & Back (approx. Obtain the Total Hit 
2 seconds) counter 
360 = Full Circle In Survival mode, press the Select button on 


720 = Two Full Circles (360 x 2) the results screen to see how many successful 
attacks you landed. 


(blocked) = Pagi is such that 
opponent blocks i A 
Skullomania’s Taunt 


Standing = Perform move while 


standing straight up Perform a 360 + any Punch but- 
g N ton to make Skullomania laugh. 
Jumping = Perform move while in To cancel the Taunt, press any 
midair 
button. 


Crouching = Perform move while ‘ 
crouched = 


Skullomania’s Skullo Access the bonus 


Dream Final Barrel Game 
As soon as you execute the Skullo Dream move, zap ET On 
press and hold LP and MK, then press D, B, F, F, D, B. score! sewo X UE . 4 the 
ae HME 56125856 
; =e | _ TE 
Sakura’s Taunt -H S5 . 


Press LK, LK, B, LP, HP to make Sakura laugh and 


— , 
point her finger at you. i gigg K 


Dhalsim’s Float ? peer, 


M Bis! 
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Mode Select Screen, highlight Practice and press 
the following buttons: Select, U, U, R, U, R, U, 
Select. Then, select Practice to play the barrel 
game. You can only save this game to your mem- 
ory card if you pass all 304 tests, so don’t forget 
to re-enter the code if you haven’t saved it. 


CHARACTERS 
While Dhalsim is in the air, press F, UF, U, UB, B + AKUMA 


any kick to make him float in midair. He’ll come 
down on his own. 


Select enhanced 
Bison, Akuma, and a : 
Garuda A 


Try to score as many points as possible in the 
Expert Training Mode. On the Character Select 
screen, hold down the Select button and select 
any of these three characters to obtain an 
enhanced version of them. 


Special Moves 


Senpu-Kyaku F+MK 
Tenma-Kujinkyaku (in air) D + MK 
Zenpo Tenshin D, DB, B + P 


Forward Asyura-senku F, D, DF + (PPP) or 
(KKK) 


Backward Asyura-senku B, D, DB + (PPP) 


or (KKK) 
Gou-Hado-Ken D, DF, F+P 
Gou-Shoryu-Ken F, D, DF +P 


Shakunetsu-Hado-Ken F, DF, D, DB, B+P 
Zankuu-Hado-Ken (in-air) D, DF, F + P 


Tatsumaki-Zankuu-Kyaku D, DB, B + K (up 
to 4 times) 


Super Combos 
Messatsu-Gou-Hado (D, DB, B) x2 +P 
Messatsu-Gou-Shoryu (D, DF, F)x2+P 
Tenma-Gou-Zankuu (in air) (D, DF, F) x2 +P 


Shungoku-Satsu LP, LP, F, LK, HP 
(level 3 only) 


Combos 

Jumping HK, Crouching HK 

Tenma-Kujinkyaku, Tenma-Gou-Zankuu 

Jumping HP, Crouching HP, Gou-Hado-Ken 

Messatsu-Gou-Shoryu, Messatsu-Gou- 
Hado, Messatsu-Gou-Shoryu 

Messatsu-Gou-Hado, Messatsu-Gou- 
Shoryu, Messatsu-Gou-Hado 

Jumping HK, Crouching MK, Gou-Hado-Ken, 
Shungoku-Satsu 


Akuma Strategy 


Akuma is definitely a power-player’s character. 
In other words, Akuma is best left to advanced 
players only. He is a combo monster, and 
seems to have no major weaknesses. About 
the only thing you can count on is that most 
Akuma players out there are entirely full of 
themselves, and that overconfidence can be 
turned to your advantage. Play an honest 
game, and stay just outside of sweep range. 
Expect to see a lot of air fireballs from jumping 
Akumas, and do what you can to avoid block 
damage, as this is Akuma’s second-most dan- 
gerous weapon. 


ALLEN SNIDER 


Special Moves 


Smash Kick F+MK 

Vaulting Kick (throw) F, DF, D, DB, B+K 
Soul Force D, DF, F+P 
Rising Dragon F, D, DF +P 
Justice Fist B, D, DB +P 


Super Combos 


Fire Force (D, DF, F)x2+P 
Triple Break (D, DF, F)x2+K 
Combos 


Jumping HK, Crouching HK 

Jumping HP, Crouching MK, Soul Force 

Standing MP, Justice Fist 

Justice Fist, Triple Break 

Jumping HK, Standing LP, Crouching LP, 
Rising Dragon 

Jumping HP, Standing MP, Rising Dragon, 
Triple Break 


Allen Strategy 


Allen’s techniques represent a bizarre mix of 
styles, so although you might be tempted to 
play him just like Ken or Ryu, he’s much more 
effective when you take advantage of his extra 
abilities. Use Allen’s special moves to your 
advantage as much as possible, like the 
Justice Fist (which eliminates projectiles) and 
the Triple Break (an excellent combo tool and 
air defense). Overall, remain aggressive but 
allow yourself some room to incorporate the 
ol’ Soul Fire/Rising Dragon traps, too. 
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BLAJR DAME 


Special Moves 


Chop F+MP 

Side Step Kick F+MK 

Lightning Knee F, D, DF +K 

Shoot Kick D, DB, B+K 
(up to 3 times) 

Sliding Arrow D, DF, F+K 

Shoot Upper F, D, DF +P 


Super Combos 
(D, DF, F) x2+K 
(D, DF, F)x2+P 


Mirage Combo Kick 
Spin Side Shoot 


Combos 

Jumping HK, Crouching HK 

Jumping HP, Standing MK, Lightning Knee 

Crouching HP, Spin Side Shoot 

Jumping HP, Crouching MP, Crouching MK, 
Sliding Arrow 

Shoot Upper, Mirage Combo Kick, Spin Side 
Shoot 


Jumping HP, Crouching HP, Shoot Kick (x2), 
Spin Side Shoot, Mirage Combo Kick, Spin 
Side Shoot 


Blair Strategy 


Blair Dame is a worthy addition to the Street 
Fighting line-up. Her moves are not particularly 
hard to pull off, and they are extremely effective 
when used intelligently. Blair’s best attribute (and 
she has many) is that she can super combo from 
almost any part of any move, and this opens up a 


broad range of combos that most other charac- 
ters can’t match. Use Lightning Kicks to keep air- 
borne foes away, and mix things up with Shoot 
Kicks and Sliding Arrows often to keep your 
opponent off-balance. 


CHUN-LI 


Special Moves 


Sousho-Da F+ MP 
Youso-Kyaku (in air) D+MK 
Ryusei-Raku (air throw) D + MP 
Lightning Kick K (rapidly) 
Spinning Air Kick D, DF, F +K 
Hienshu D, DB,B +K 


Super Combos 
Kiko-Sho (D, DF, F)x2+P 
Senretsu-Kyaku (D, DF, F)x2+K 


Combos 


Jumping HP, Crouching HK 

Youso-Kyaku, HP 

Jumping HP, Youso-Kyaku 

Jumping LP, Crouching LP, Senretsu-Kyaku, 
Kiko-Sho 

Hienshu, Crouching HP, Senretsu-Kyaku, Kiko- 
Sho, Senretsu-Kyaku 


Chun-Li Strategy 


Chun Li is without her potent fireball in this incar- 
nation of the Street Fighter universe, but this isn’t 
much of a disadvantage given her pumped-up 
kicking ability. Her Hienshu has to be her most 
useful move, allowing her to dodge projectiles 


and/or pour on the pressure to keep oppo- Jumping HK, Standing MP, Dash Straight, 
nents pinned. Her improved kicking ability also Crazy Jack, Home Run Hero, Standing 
allows her to string together some incredible HP, Crazy Jack (w/Kick) 

combos, but they are few and far between, so 

keep experimenting to maximize your hit Cracker Jack Strategy 
count. With the ability to close on the most 
distant of opponents with her Hienshu, keep 
the pressure on and dare your foe to stop you. 


If you’ve played Street Fighter much since its 
inception, you’ll notice Cracker Jack bears a 
startling similarity to Balrog. However, with his 


CRACKER projectile-beating baseball bat and swift kicks, 
Cracker Jack is far more versatile than the 
JACK aforementioned bruiser. Because most of his 
moves require charging, you might be tempted 
to play back and wait for your opponent to 
make a mistake. However, it’s not that difficult 
to play aggressively and still keep your moves 


charged, so mix it up and take some chances 
when your opponent gets flustered. 


DARUN 
MISTER 
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Regular Moves 


Dash Straight CB, F +P 
Dash Upper CB, F+ K 
Final Turn Punch Hold (PPP) or 
(KKK), release 
Batting Hero B, DB, D, DF, F + P ` 
Soccer Ball Kick B, DB, D, DF, F +K 
Super Combos —- a 
Crazy Jack CB, F,B,F +P 
(hold kick for Special Moves 
uppercuts) z 
Home Run Hero (D, DB, B) x 2 +P Ganges Om 
Raging Buffalo CB, F, B, F+ K i EREE 
Ganges DDT F, D, DF+K 
Brahma Bomb (throw) 360+P 
Combos Indra Bridge (throw) 360 +K 
Jumping HK, Crouching HK Darun Catch B, D, DB + P 


Guard Break, Soccer Ball Kick 


Jumping HK, Crouching LP, Dash Upper Super Combos 
Jumping HP, Crouching HP, Final Turn nikime D, DF, x2+P 


Punch 
Crouching LK, Crouching LK (blocked), Power Indra Bridge (D, DB, B) x 2 + K 


Raging Buffalo Super Darun Bomb 720+P 


Combos 

Jumping HP, Crouching HK 

Jumping HP, Standing LP, Crouching LP 

Jumping HP, Standing MP, Ganges DDT 

Jumping HP, Standing MP, Lariat 

Dusk Lariat, Power Indra Bridge, Ganges DDT 
(air throw) 

Jumping HP, Standing MP, Lariat, Dusk Lariat, 
Super Indra Bridge, Standing HK, Super 
Indra Bridge, Darun Catch 


Darun Strategy 


Whoever said that you never get a second chance 
to make a first impression would probably never 
have played Darun, and that’d be a big mistake. 
Although he might look like Zangief, he’s consid- 
erably more mobile and versatile. In other words, 
what Darun lacks in size, he more than makes up 
for in technique. You can really cause a lot of con- 
fusion and frustration with the Ganges DDT 
alone, so it’s wise to base your whole strategy on 
it. If you have the upper hand and really want to 
keep your opponent off-balance, switch from an 
in-close grappling game to a more mid-distance 
keep-away game to draw them in and pick them 
off as they try to penetrate your defense. In gen- 
eral, go for the throat early, and then make your 
opponent bring the fight to you. 


DHALSIM 


Special Moves 
D+HP 


Drill Heading (in air) 
Drill Kick (in air) 
Forward Yoga Teleport 


D+K 


F, D, DF + (PPP) or 
(KKK) 


Backward Yoga Teleport B, D, DB + (PPP) or 
(KKK) 


Yoga Fire D, DF, F + P 
Yoga Flame D, DB, B +P 
Yoga Blast D, DB,B +K 


Super Combos 
(D, DF, x2 +P 


(D, DF, F)x2+K 
(with LK, then U or D 
to steer) 


(D, DB, B) x2+K 


Yoga Inferno 
Yoga Drill Kick (in air) 


Yoga Legend 


Combos 
Jumping HP, B + K 
Jumping LP, B +K 
Standing MP, Yoga Inferno 
Jumping LP, Crouching MP, Yoga Inferno 
B + P, Yoga Legend, Yoga Drill Kick 


Crouching MK, Yoga Fire, Yoga Inferno, Yoga 
Legend, Yoga Drill Kick 


Dhalsim Strategy 


Dhalsim is likely to be viewed as an awkward, 
unmanageable freak by a fair number of players, 
but great rewards await those who dare to tame 
him. The most difficult aspect of Dhalsim’s game 
is maintaining a consistent defense, mainly 
because each of his moves is specifically 
designed to be effective only in specific situa- 
tions. In other words, it’ll take anyone a fairly 
long time to come up with a consistent winning 
strategy. That’s not to Say it isn’t worth the effort, 
but expect a rough ride. To keep yourself in the 
hunt, use your teleportation ability to escape 
trouble and don’t underestimate the power of the 
anti-air Yoga Blast. 


D O CTR] N E Essentially, D. Dark’s offense and defense relies 
heavily on his use of Explosives and his Dark Hire. 
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Special Moves 
Knife Nightmare F+ MP 
Death Spin Kick F+MK 
Killing Blade F, D, DF + P 
Dark Hire D, DF, F +P 
Dark Spark D, DF, F +P, P 
Dark Hold D, DF, F +P, B+P * 
Explosive D, DF, F+K Speci al Moves 
Zanki F+HP 
Kyoja F+HK 
Super Combos a RAA E 
Death Trump D, DF, F, D, DF + P Shuki (air throw) D+MP 
Dark Shackle D, DF, F, D, DF + K Kizan F, D, DF +P 
Jazan B, D, DB + P 
Combos Shuga D, DF, F+ P 
Jumping HK, Crouching HK Raiga F, D, DF+K 
Explosive, Dark Shackle Gouga B, DB, D, DF, F +K 


Dark Hire, Explosive, Dark Spark 
Jumping HP, Standing MK, Killing Blade, Super Combos 


Death Trump $ 
Jumping HP, Crouching HP, Death Trump, a ©. DB, B)x2+P 
Dark Shackle Kiensyo D, DF, — DF + P 
Explosive, Dark Hire, Dark Hold, Standing o on rere 
HK, Death Trump 
3 Combos 
a e Dark Jumping HK, Crouching HK 
a egy Standing MP, Shuga 
Doctrine Dark (D. Dark for short) has a very unique Jumping HP, Crouching MP, Gouga 
style, and learning how to take advantage of his Jumping HP, Standing MP, Kizan 


unusual abilities may not come easily at first. 
However, given enough time, thought, and hard 
work, D. Dark can be made into a formidable foe. 


Kizan, Kiensyo 
Jumping HP, Crouching MP, Shuga; Kienbu, 
Kiensyo, Kienbu 


Garuda Strategy 


Garuda’s moves aren’t the best for massive com- 
bos, but they are all extremely effective and give 
him a mobility that no other character has. 
Garuda can guide his Super Combos after activat- 
ing them by pressing the directional arrows, 
giving him ultimate control over his body in every 
situation and leaving the matter in the hands of 
the player. This is not to say that Garuda can 
avoid every attack, but his attacks have only a 
few weaknesses to exploit. If Garuda misses with 
any kind of airborne attack, he is generally at the 
mercy of his opponent, so Garuda players would 
be wise to save extravagant combos and other 
tricky techniques for a time when they’re sure to 
connect. In general, play Garuda aggressively — 
mix it up as much as you can on offense and keep 
turning to the Kizan as your main air defense. 


GUILE 


GUILE 


i 


Spinning Back Knuckle F+ HP 
Rolling Power Kick F or B + MK 
Heavy Stab Kick ForB+HK 


Special Moves 


Flying Buster Drop (air throw) D + MP 
Sonic Boom CB, F +P 
Flash Kick CD, U +K 


Super Combos 
CD, F, B, F+ P 
CDB, DF, DB, U +K 


Opening Gambit 
Double Flash Kick 


Combos 


Jumping HK, Crouching HK 
Jumping HK, Crouching MP, Sonic Boom 


Jumping HP, Crouching LP, Sonic Boom, 
Crouching HK 

Jumping HP, Standing HK, Opening Gambit 

Crouching HK, Double Flash Kick 

Jumping HP, Crouching MP, Sonic Boom, 
Opening Gambit, Double Flash Kick, 
Opening Gambit 


Guile Strategy 


Guile is extremely versatile and deadly when 
placed in the right hands. While his offense may 
seem limited to Sonic Booms and Flash Kicks, they 
serve as an integral part of an almost impenetrable 
defense. Guile’s crouching HP is almost as effective 
as a Flash Kick, and it can follow up a Sonic Boom 
almost immediately, so resort to it often against 
jumping foes. Guile’s second-best asset is his stag- 
gering combo ability, which can turn a close match 
into a blowout in no time flat. In previous Street 
Fighter games, the Sonic Boom was a combo 
ender. In SFEX, consider the Sonic Boom to also be 
a building block of devastating combos. 


HOKUTO 


Special Moves 


Chu-Hou F+HP 

Gai-Syu F+HK 

Gokyakuko (counter 

attack) B, D, DB +P 

Ryusui (throw) 360 +P 

Chugeki-Hoh D, DF, F +P 

Syougekiha (D, DF, F+ P) x2 

Shinku-Geki D, DB, B + P (B + P to 
cancel) 

Shinkyaku-Geki D, DB, B + K (B + K to 
cancel) 


Super Combos 


Kiren-Eki (D, DB, B)x2+P 
Kyakuhougi (D, DB, B) x2+K 
Combos 


Jumping HK, Crouching HK 

Jumping FP, Standing MP, Chugeki-Hoh 
(using LP) 

Jumping HK, Crouching MP, Syougekiha 
(using LP) 

Ryusui, Standing HK, Kyakuhougi 

Jumping FP, Standing MK, Kiren-Eki, 
Kyakuhougi 

Jumping HK, Crouching FP, Kyakuhougi, 
Kiren-Eki, Kkyakuhougi 


Hokuto Strategy 


Before you even begin to think this might be 
your new combo-rific character, take heed— 
Hokuto is only for the extremely patient and 
technique-driven. Her style is probably the 
most removed from any other character in all 
of the Street Fighter games to date, so expect 
to put in some extra time to fully understand 
her abilities. Her crouching HK and Shinku- 
Geki give her Dhalsim-like dodging and closing 
abilities, while moves like her Ryusui spark 
fond memories of Zangief’s grappling game. 
Her whole style can change in the blink of an 
eye from an in-close pressure game to a long- 
distance defensive standoff, and you never 
quite know when one is going end and the 
other is going to begin. Woe to those who face 
a well-trained Hokuto. 


Special Moves 


Ryobu F+MK 

Jinki-Hatsudo D, DF, F+P 

Maryu-Rekko F,D, DF +P 

Mouryo-Kasen D, DB, B + K (up 
to 3 times) 


Super Combos 
Shinki-Hatsudo(in air) (D, DF, F)x2+P 
Sairou-Kyousyu (D, DB, B)x2 +P 
Garyu-Messyu(in air) (D, DF, F)x2+K 


Kyouja-Renbu LP, LP, F, LK, HP 
(level 3 only) 


Combos 

Jumping HK, Ryobu 

Jumping HP, Crouching MK, Jikni-Hatsudo 

Jumping HP, Crouching HP, Mouryo-Kasen 
&3) 

Jumping HK, Shinki-Hatsudo 

Garyu-Messyu, Shinki-Hatsudo, Garyu- 
Messyu 

Jumping HP, Crouching MK, Jinki-Hatsudo, 
Sairou-Kyousyu, Garyu-Messyu, Garyu- 
Kyousyu 


Kairi Strategy 


Kairi is basically Ryu on steroids, but his extra 
power can often work against him. The great 
thing about Kairi’s moves is that they all combo 
well, so here’s another combo monster if your 
interested. The biggest disadvantage to Kairi’s 
moves is that they leave him wide open to 
retaliation if he misses, so try to hold your 


attacks back until you know they’ll all connect. He 
has the ability to keep out foes much like Ken or 
Ryu, but with all the extras, he’s far more compli- 
cated to control and fight against. Play it conserv- 
ative until you know you’ve landed something big. 


= 4 


Special Moves 
Zenpo-Tenshin D, DB, B +P 
Jigoku-Fusya (air throw) D + MP 


Hado-Ken D, DF, F +P 

Shoryu-Ken F, D, DF +P 

Tatsumaki-Senpu-Kyaku D, DB, B +K (up to 4 
times) 


Super Combos 


Shoryu-Reppa D, DF, F, D, DF + P 


Shinryuken D, DF, F, D, DF + K 
Combos 
Jumping HK, Crouching HK 


Jumping HP, Crouching MK, Shoryu-Ken 

Jumping HK, Crouching HP, Tatsumaki-Senpu- 
Kyaku (x4) 

Jumping HP, Standing MP, Hado-Ken, 
Shinryuken 


Jumping HK, Crouching MP, Crouching MK, 
Hado-Ken, Shoryu-Reppa 


Jumping HP, Crouching MK, Tatsumaki-Senpu- 
Kyaku (x4), Shoryu-Reppa, Shinryuken 


Ken Strategy 


Ken’s best strategy is really to employ no strategy 
at all. If you don’t know what your next move is 


going to be, you can be sure your opponent has 
no way of telling, either. Ken’s unpredictable 
nature combines with an extremely powerful set 
of attacks, which allows him to be so successful 
against all who oppose him. While Ken has the 
Shoryu-Ken that makes Ryu so powerful, Ken’s is 
even more devastating, although his Hado-Ken is 
not nearly as effective as Ryu’s. Ken’s standing HK 
is a shining example of an extraordinary tech- 
nique to be exploited, and there is a way to 
combo almost any one of Ken’s normal moves 
into his Shoryu-Reppa (hint, hint), so don’t think 
anything is impossible until you’ve tried it. 


M. BISON 


me: me 
Special Moves 


Forward Harp F, D, DF + (PPP) or 
(KKK) 

Backward Harp B, D, DB + (PPP) or 
(KKK) 

Psycho Crusher CB, F+P 

Scissor Kick CB, F+K 

Head Stomp CD, U +K 

Skull Diver CD, U +K, P 


Super Combos 


CB, F, B, F + P (hold 
P to build power) 


CB, F, B, F+ K 


Psycho Cannon 


Knee Press Nightmare 


Combos 
Jumping HK, Crouching HK 
Kick Throw, Crouching HK 
Jumping HP, Crouching MK, Psycho Crusher 


Jumping HK, Crouching MP, Knee Press 
Nigthmare 


Jumping HP, Crouching MP, Crouching MP, 
Scissor Kick 

Jumping HK, Crouching MP, Psycho 
Cannon, Knee Press Nightmare 


Bison Strategy 


Bison is a true terror, and that just might be the 
understatement of the decade. Because of the 
nature of his moves, his best combos are also 
some of the most difficult to execute properly, 
so plan on winning your matches based on 
your success outside of those power combos. 
Use Bison’s natural defenses like Standing HK 
and Crouching HP to keep jumpers at bay, and 
keep pressuring your foes with a mixture of 
Head Stomps, Scissor Kicks, and Psycho 
Crushers. When all else fails and the enemy 
sneaks past your defenses, you can move 
quickly and safely out of harm’s way using the 
Forward or Backward Harp. Play a conservative 
game, and try to win based on crafty strategy 
instead of unreliable dream combos. 


PULLUM 
PURNA 


Special Moves 


Femina Hind (double jump) while jumping, U, 


UB, or UF 
Alacer Wrist F+MP 
Alacer Wrist (in air) D+MP 
Dance Hind (air throw) D +MP 
Purim Kick F, D, DF +K 
Ten’el Kick D, DB, B +K 
Drill Purrus D, DF,F +K 
Drill Purrus (in air) D, DF, F +K 


Super Combos 
(D, DF, x2+K 
(D, DB, B)x2 +K 


Res Arcana 
Praec Larum 


Combos 
Jumping HP, Crouching HK 
Jumping MK, Crouching LP x 2, 
Jumping HP, Standing HP, Praec Larum 
Purim Kick, Praec Larum 
Drill Purrus, Res Arcana, Praec Larum 


Drill Purrus, Crouching MK, Purim Kick, 
Praec Larum 


Pullum Strategy 


Pullum is another name for trouble, especially 
if you don’t already know something about her 
style. She has a great air defense in her Purim 
Kick, and her Drill Purrus attacks are extremely 
effective, especially her air Drill Purrus. Also 
dangerous is her ability to perform Super 
Combos immediately after failed or blocked 
attacks, so even when she seems vulnerable 
she usually has at least one way to make 
predators pay for their premature advances. 
Play a reasonably aggressive game and be 
ready to take advantage of your opponent’s 
blunders with a damaging combo. 


RYU 


Special Moves 


Senpu-Kyaku F+MK 

Hado-Ken D, DF, F+P 

Shoryu-Ken F, D, DF +P 

Tatsumaki-Senpu-Kyaku D, DB, B +K (up 
to 3 times) 
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Super Combos 
Shinku-Hado-Ken (D, DF, A x2+P 
Shinku-Tatsumaki (D, DB, B)x2+K 
Shinku-Tatsumaki (in air) (D, DB, B) x 2 + K 

(after any 


Tatsumaki- 
Senpu-Kyaku hit) 


Combos 

Jumping HK, Crouching HK 

Jumping HP, Crouching MK, Hado-Ken 

Jumping HK, Crouching MP, Tatsumaki-Senpu- 
Kyaku (x3) 

Crouching HP, Shoryu-Ken 

Jumping HK, Standing MP, Shoryu-Ken 

Jumping HP, Crouching MK, Hado-Ken, Shinku- 
Hado-Ken 


Jumping HK, Crouching MP, Tatsumaki-Senpu- 
Kyaku (x3), Shinku-Tatsumaki 


Ryu Strategy 


Never before has the master of Shotokan karate 
been so powerful. Ryu remains basically the same 
character he has always been, but he’s also 
gained super combo stringing ability, which is 
more damaging than can be imagined in the right 
hands. Essentially, Ryu has no major weaknesses, 
although he is not as inherently powerful as 
Akuma. What Ryu has that Akuma doesn’t, how- 
ever, is a balanced attack that has none of the 
disadvantages that Akuma suffers by virtue of his 
Herculean strength. The Shoryu-Ken remains 
Ryu’s best defensive counter attack, and his 
fireball can be used to trap opponents into sub- 
mission over time. To be successful, apply pres- 
sure, back off, wait for your opponent to come 
after you, counter attack, and repeat. 


Special Moves 


Hado-Ken D, DF, F + P (press 
punch rapidly to 
make fireball bigger) 

Shouou-Ken F, D, DF +P 

Shunpu-Kyaku D, DB, B+K 

Taunt LK, LK, B, LP, HP (fin- 


ger hits when close) 


Super Combos 
Shinku-Hado-Ken (D, DF, F)x2+P 
Midare-Sakura D, DF, F, D, DF + K 
Haru-Ichiban (D, DB, B) x2+K 
Shungoku-Satsu LP, LP, F, LK, HP 


Combos 

Jumping HK, Crouching HK 

Crouching HP, Hado-Ken 

Jumping HP, Standing MP, Shouou-Ken 

Jumping HK, Crouching HP, Shouou-Ken, 
Midare-Sakura 

Hado-Ken, Haru-Ichiban, Shinku-Hado-Ken, 
Midare-Sakura 


Jumping HK, Crouching HP, Hado-Ken, Midare- 
Sakura, Shinku-Hado-Ken, Haru-Ichiban 


Sakura Strategy 


In Sakura’s quest to become more like her idol, 
she has copied Ryu’s style, but not his exact tech- 
nique, making her a slightly different character 
when it comes to executing moves. Her game still 
revolves around the use of the Hado-Ken, 
Shouou-Ken, and Shunpu-Kyaku, but it feels 
much different given Sakura’s smaller body and 


the slight variations in each move. Her bal- 
looning fireball is useful only against large 
jumping opponents such as Zangief or Darun, 
so stay away from it if you can. Sakura’s spe- 
cial moves all transition easily into Super 
Combo moves, so experiment to determine the 
best combinations you can achieve. Above all, 
try not to gamble too much, as Sakura’s moves 
leave her at a major disadvantage when they 
don’t connect. 


SKULLOMANIA 


Special Moves 


Step In Upper F+MP 

Heel Stomp F+MK 
Skullo Dash RF 

Skullo Back Flip B, B 

Skullo Head F, D, DF + P 
Skullo Crasher D, DF, F +P 
Skullo Slider D, DF, F +K 
Skullo Dive B, D, DB +P 
Skullo Face Slam B, D, DB +K 
Taunt 360 + HP 


Super Combos 

(D, DF, F) x2 +P 
(D, DF, F)x2+K 
LP, LP, F, LK, HP 


during Skullo 
Dream, hold 
LP+MK, then 
press D, B, 

F, F,D,B 


Super Skullo Crasher 
Super Skullo Slider 
Skullo Dream 

Skullo Dream Final 


Combos 

Jumping HK, Crouching HK 

Jumping HP, Crouching HP, Skull Crasher 

Jumping HP, Crouching HP, Super Skullo 
Slider 

Jumping HK, Standing HK, Super Skullo 
Crasher 

Step In Upper, Super Skullo Slider, Super 
Skullo Crasher 

Heel Stomp, Skullo Dream 


Skullomania Strategy 


Skullomania has to be the most bizarre Street 
Fighter character of all time. While the commands to 
invoke his moves are very similar to other charac- 
ters, the effects of those moves are anything but. 
Skullomania has tremendous combo ability, but fig- 
uring out which moves are combo compatible is a 
difficult task at best. If all else fails, stick to judi- 
cious use of his Skullo Crasher and Skullo Slider to 
keep the opponent confused and wary about jump- 
ing at a moving target. 


ZANGIEF 


Special Moves 
Flying Body Attack (in air) D + HP 


Stomach Block (throw) from behind, K 
Double Lariat (PPP) 

Spinning Pile Driver (throw) 360 + P 
Russian Suplex (throw) 360+K 

Quick Double Lariat (KKK) 
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Backward Asyura-senku B, D, DB + (PPP) or 
Super Combos pet 


Final Atomic Buster 720+P Hado-Ken D, DF, F+P 
Final Atomic Buster (level 3) 720 + (PPP) Shoryu-Ken F, D, DF+P 
Super Stomping (D, DF, F) + K (D, DB, B Tatsumaki-Senpu-Kyaku D, DB, B +K (up to 4 
+ Kto cancel) times) 
Combos Super Combos 
Flying Body Attack, Crouching HK Shinku Hado-Ken (D, DF, A x2+P 
Flying Body Attack, Crouching MK, Double Shinku-Tatsumaki (D, DB, B)x 2 +K 
y PEER z : Shinku-Tatsumaki (in air) (D, DB, B) x2 +K 
Standing LK, Spinning Pile Driver (after any Tatsumaki 
Jumping HP, Standing HK, Super Stomping Senpu-Kyaku hit) 
Flying Body Attack, Standing MK, Final Atomic Messatsu-Gou-Shoryu (D, DF, F) x 2+P 
Buster (level 3) Shungoku-Satsu LP, LP, F, LK, HP 
(level 3 only) 
Zangief Strategy 
Zangief is a born bruiser. No matter how much Combos 
you try to squeeze finesse out of him, you just Jumping MP (2 hit), Crouching MK, Tatsumaki- 
can’t get past the fact that he’s a truly effective Senpu-Kyaku (x4) 
fighter only with his Spinning Pile Driver. The Jumping HP, Standing MP, Hado-Ken, 
Spinning Pile Driver is his best move, and in order Messatsu-Gou-Shoryu, Shinku-Hado-Ken, 
to be successful you must learn to base your Shinku-Tatsumaki 
strategy around its prudent use. Zangief enjoys Jumping HK, Crouching MK, Hado-Ken, Shinku- 
some good air counters, most notably his stand- pon Messatsu-Gou-Shoryu, Shinku- 


ing LP, standing HK, and Double Lariat. Zangief’s 
big drawback is that he presents a very large 
target to his opponents; however, with expert 
positioning and aggressive play in the right hands, 
he can prevail against all who stand against him. 


Jumping HP, Standing MP, Tatsumaki-Senpu- 
Kyaku (x2), Shinku-Tatsumaki (in air), 
Shinku-Hado-Ken, Messatsu-Gou-Shoryu 


Evil Ryu Strategy 
EV] L RYU Evil Ryu is nearly the same character as Akuma— 


all he’s missing are the air fireball and rapid diag- 
onal air kick. What this basically means is that 
Evil Ryu plays a lot less like Akuma than you 
might think. Try to think of him as Ryu with better 
combo ability, not Akuma, Jr. All of regular Ryu’s 
strategies and combos still work, so try to find 
new ways to use his Messatsu-Gou-Shoryu, and 
remember to throw out the Shungoku-Satsu 
when in close quarters—it’s a startling move, 
especially against those who are used to playing 
against regular Ryu. 


Special Moves 
Senpu-Kyaku F+MK 
Forward Asyura-senku F, D, DF + (PPP) or 
(KKK) 


EVIL HOKUTO 


‘ $ r 


Special Moves 


Chu-Hou F+HP 

Gai-Syu F+HK 

Ryusui (throw) 360+P 

Chugeki-Hoh D, DF, F + P, (D, 
DB, B + P) 

Kyaku-Geki D, DB, B + K, (D, 
DB, B + P) 

Shorin-Geki D, DB, B +P 


Super Combos 


Kiren-Eki (D, DB, B)x 2 +P 

Kyakuhougi (D, DB, B)x2+K 

Rensho-Geki (D, DF, F)x2+P 

Renbu LP, LP, F, LK, HP 
Combos 

Ryusui, Renbu 


Jumping HK, Crouching MP, Shorin-Geki, 
Kiren-Eki, Rensho-Geki, Kiren-Eki 
Jumping HK, Crouching HP, Kyakuhougi, 

Renbu 
Jumping HK, Crouching HP, Kyakuhougi, 
Kiren-Eki, Rensho-Geki, Shorin-Geki 


Evil Hokuto Strategy 


Evil Hokuto must have turned to the dark side 
in order to learn the Renbu, a wicked multi-hit 
maneuver a la Akuma’s Shungoku-Satsu, but 
with a decidedly more powerful punch at the 
end. Nearly all of regular Hokuto’s strategies 
and combos still work, but she no longer has 


the ability to cancel her turn kick (now called 

the Kyaku-Geki). While this makes Evil Hokuto a 
little less predictable, she’s gained considerable 
power and versatility with her modified attacks, 
especially the ability to (finally!) juggle with her 
Kirin-Eki. Play her much like you would the reg- 
ular Hokuto, but take advantage of her massive 
combo ability whenever opportunity knocks. 


CYCLOID BETA 


Special Moves 


Beta Senpu-Kyaku F+MK 

Beta Zenpo-Tenshin D, DB, B+P 
Beta Shoot Upper F, D, DF +P 
Beta Justice Fist B, D, DB + P 
Beta Purin Kick F, D, DF+K 
Beta Hienshu D, DB, B +K 


Beta Tatsumaki-Senpu-Kyaku D, DF, F+K 


Super Combos 

D, DF, F, D, DF + P 
(D, DF, F)x2+K 
D, DF, F, D, DF +K 
(D, DB, B) x2+K 


Beta Death Trump 
Beta Garyu-Messyu 
Beta Kiensyo 

Beta Shinku-Tatsumaki 


Combos 


Jumping HP, Beta Garyu-Messyu, Beta 
Death Trump, Beta Kiensyo 

Jumping HK, Crouching MP, Beta 
Tatsumaki-Senpu-Kyaku (HK), Beta 
Garyu-Messyu, Beta Kiensyo, Beta 
Garyu-Messyu 


>< 
Lid 
co 
UJ 
lot 
ma 
(d>) 
Le 
-= 
uJ 
Lid 
[aed 
= 
aN 


Hienshu, Standing HK, Beta Shinku- 
Tatsumaki, Beta Garyu-Messyu, Beta 
Death Trump 


Hienshu, Crouching MK, Beta Justice Fist, Beta 
Shinku-Tatsumaki, Beta Garyu-Messyu, 
Beta Kiensyo 


Beta Strategies 


While Beta has a lot of moves, he is much simpler 
to control than Cycloid Gamma. Of course, his com- 
bos aren’t quite as devastating as Gamma’s can 
be, but all of his combos are easier than Gamma’s 
combos, which do the same amount of damage. 
Use Beta’s air defenses like the Purin Kick, and 
keep those with projectile attacks off-balance 

by using your Hienshu to avoid them and close 
distance at the same time (or maybe even start 

a tasty combo!). The nicest thing about Beta’s 
combos is that all the movements are simple quar- 
ter-circles or quarter-circle variants, so the motions 
flow more naturally and are inherently easier to 
string together than Gamma’s charge moves. 
Overall, Beta is the ultimate character for those 
who haven’t quite mastered charge attacks, but he 
lacks the versatility that Cycloid Gamma enjoys. 


CYCLOID 
GAMMA 


Special Moves 


Gamma Heavy Stab Kick F or B + HK 


Gamma Tenma-Kujinkyaku (in air) 
D+MK 


Gamma Dance Hind (air throw) D + MP 


Gamma Flying Buster Drop (air throw) 
D+MK 


Gamma Lightning Kick K (rapidly) 

Gamma Skullo Crusher CB,F+P 

Gamma Sliding Arrow CB, F+K 

Gamma Final Punch Hold (PPP) or (KKK), 
release 

Gamma Head Stomp CcD,U+P 

Gamma Flash Kick CD,U+K 


Super Combos 
Gamma Res Arcana CDB, DF, DB, UF + P 
Gamma Double Flash Kick 
CDB, DF, DB, UF + K 
Gamma Gouga CB, F, B, F+P 
Gamma Knee Press Nightmare CB, F, B, F+ K 


Combos 


Gamma Tenma-Kujinkyaku, Crouching MK, 
Gamma Res Arcana, Gamma Knee Press 
Nightmare, Gamma Gouga 

Jumping HK, Standing MP, Gamma Sliding 
Arrow, Gamma Knee Press Nightmare, 
Gamma Res Arcana, Gamma Double Flash 
Kick 

Jumping HK, Standing MK, Gamma Lightning 
Kick, Gamma Knee Press Nightmare, 
Gamma Res Arcana, Gamma Gouga 


Gamma Strategies 


Strategy? It’s almost impossible to even think about 
strategy when trying to remember all of Gamma’s 
moves, let alone adhere to that strategy. What you 
need to realize is that Gamma is a character 
designed to be played by experts only, so familiarize 
yourself with all of the characters who Gamma emu- 
lates in some way, and practice until the cows come 
home. Also, remember that the combos listed here 
are deluxe versions of what Gamma is capable of. 
The number of possible combos using these moves 
is staggering, so try to hone down your arsenal to a 
select few that you can always pull off. It’s easy to 
marvel at all of Gamma’s abilities, but far more diffi- 
cult to execute them all, so keep your hand out of 
the cookie jar until you’ve finished the main course. 


Description: 

Half Gravity On Tracks 
More Gravity On Tracks 
No Collision On Cars 


FLOAT 
RADBRAD 
BANZAI 


Cars Only Have Wheels 
Cars Have Fat Tires 


WHEELS 
FAT TIRES 
WTFIN 
IMMORTAL 
GEK 
SUNNYSKY 
NIGHTRID 
SPACERID 


a Driver” screen. 


COLONY WARS COU. 


Enter these codes at the Password 
Screen. 


R CRISIS 


ollowing codes, access 
ve Options, select 


Code: Description: 
All*cheats*off Turns all cheats off 
Tanquillex Super cooled pri- 
mary weapon 
Memo+X33RTY Infinite secondary 
weapons 
Commander*Jetter Select level 
Hestas*Retort Infinite energy 


COOL BOARDERS 2 
______Avterwatt Uniforms 
Highlight SBC on the Main Menu and 
press Down, R1, Up, R1, Down, R2, 
Up, R2, Up, Up, R1, Down, Down, R2. 
You will hear “Here we go!” each 
time you press R1 or R2. The new 


uniforms are available in every mode 


except SBC. 
MIRROR Mopt pee wayne 00:01:58 


Complete SBC, go to the Options CR O C z 


screen, and then press Select on the LEGEND OF THE GOBBOS 
second controller. At the Mode Select 


screen, press R1 + W. l EVEL St ECT 


To select a level, press Left, Left, Left, 
Left, Down, Right, Right, Left, Left, 
Down, Right, Down, Left, Up, Right. 


DRAGON BALL GT: 
FINAL BOUT 


At the Title Screen, press Right, 
Left, Down, Up, Right, Left, Down, 
Up. After entering this, you should 

hear a tone. Now press & five 
times and then m nine times. 
When entered correctly, you’ll hear 
another tone and the Menu Screen 
will show a picture of Super 
Saiyajin Level 4 Goku. 


EXCALIBUR 2555 AD. 
FU Akar! 


Pause the game and press A, A, 
A, m, E, m, m, @. 


_____Futt Sworp PoweR =  — —Ž 


Pause the game and press A, A, 
a, E, ©, ©, E, H. 


pees Leve SKIP 


Pause the game and press @, @, 
E, 4, ©, A, A, A. 


Passwords 


Level: Password: 

1 ©, m, X ©, 0, A 
B,XA,A,X@ 
@,X ©, A, m, X 
X@, A, E, @,@ 
E, E, ©, 0,X A 
©, X E, A, 4, E 


au WN 


FIGHTING FORCE 
— [NVINCIBILDY AND Level SELECI 


At the Main screen hold Left + Mi + 
La + R2 until Cheat Mode appears at 
the bottom of the screen. Choose 
Options where you can enable 


Invincibility and start on any level. 


FORMULA 1: 


CHAMPIONSHIP EDITION 


Cheal CoDES 


To enable these cheat codes, 
enter your name as the following: 


Name: Effect: 

VIRTUALLY VIRTUAL Virtual reality-style 
graphics 

SWAP SHOP Background music and 
new sound effects 

LITTLE WHEELZ Over-inflated tires 

PI MAN Wipeout mode 

ZOOM LENSE (???) Helicopter viewpoint 

BOX CHATTER Murray and Martin sprite 
commentators 

BILLY BONUS Extra tracks 

CATS DOGS Rains frogs 

OEAN ALESI Round 16 in 
Championship 

TOO EASY First place on all tracks 


G-POL] CE 7 MWGTDXI 
8 MPCUZYI 
9 WVFHNAJ 
ALL WEAPONS AND 10 NLUJSBJ 
UNIMED AMMUNDION č a GSIBPNA 
12 EJUXFDJ 
PRSAGORA 13 GWHVEQA 
4% FMEZGG) 
BCDEFGHI 15 SBSSITA 
KLMNOPOR 16 DGSFFJJ 
TUVWXYZS 17 SWIQIYA 
18 JFXQEAB 
©) Delete Character Enter Character 19 SDHARDB 
20 RRJJDHB 


At the Weapons Loadout screen, hold 


Lı + L2 + R1 + @ + A + E, and press LOST WORLD: 
e e Paa JURASSIC PARK 


__Drive A CAR IN TRAINING Mope _ 
CHARACTER SHECT 


To play as a certain character, enter 
Training Mode. Scroll down to the the following passwords: 


After finishing the game, return to 


bottom of the menu and select 


SECRET 3. Character: Password: 
Hunter E, X, X, A, X, X, E, A, H, X, 
U S XX 
Prey A,X, A, X, X, X, E, A, A, E, 
X,X 
At the Briefing screen, hold L1 + R2 + Raptor E, X, X, A, X, X, E, A, X, E, 
@ and press Left on the D-pad. ne 
T-Rex A, E, X, E, X, A, A, X, E, A, 
A,X 
4 ____S7ar1_ Game woh 59 Lives 
Mission Password At the Press Start screen, press A, X, 
2 OLEFGLPI E, A, ©, X, E, ©, E, A, X, @. The 
3 DZWTYQI game will start, but sound effects will 
4 TXGIDEA be turned off. Now exit the game, turn 
5 nn on the sounds in the Options screen, 
6 RXJTYGA 


and re-enter the code. 


Vitw GALLERIES 


To view the galleries, enter the 
following passwords: 


Gallery: Password: 

Compy X, A, A, E, X, ©, A, E, 
A, @,X,@ 

General E, ©, E, ©, ©, ©, H, È, 
E, ©, E, © 

Hunter A, X, E, A, ©, X, E, @, 
4, E, X, © 

Prey A, E, ©, E, X, A, A, @, 
X, E, A, A 

Raptor ©, E, A, X, ©, A, E, X, 
©, m, xX, 4 

T-Rex A, A, ©, E, A, X, A, E, 
E, X, 4, © 

Bonus Teams 


To access one of the bonus 
teams, create a player with the 
following name: 


Team: Name: 

EA Sports Team ORRS HEROES 
Tiburon Team LOIN CLOTH 
All-Time Leaders LEADERS 
All-Time All-Madden COACH 

All 60’s Team PAC ATTACK 
All 70’s Team STEELCURTAIN 
All 80’s Team GOLD RUSH 
NFC ALOHA 

AFC LUAU 


SECRET STADIUMS 


To access one of the secret 
stadiums, create a player with 
one of the following names: 


Stadium: Name: 
Astrodome JETSONS 
Cleveland Browns Stadium DAWGPOUND 
Old Oakland Stadium SNAKE 

Old Tampa Bay Stadium BIG SOMBRERO 
Old Miami Dolphins Stadium DANDAMAN 


RFK Stadium OLDDC 

Tiburon Sports Complex SHARKSFIN 

Old West GHOST TOWN 
Chear COMES ie 


To access some more codes, create 
a player with one of these names: 


Description: Name: 
Better Defensive Backs LEECH 

Easier Catches GLOVES 
Better Kicking BIGFOOT 
Better Stiff Arm JACKHAMMER 


MORTAL KOMBAT 
MYTHOLOGIES: 
SUB-ZERO 


Chear Cones 


Enter the following codes at the 
Password screen: 


Password: Effect: 

NXCVSR Unlimited urns 

GTTBHR 1000 lives 

GRVDTS View credits 

ZCHRRY The “Ultimate” 
Cheat; Transport 

> to Level 8— 

Shinnok’s 


Fortress. If you 
die before reach- 
ing a checkpoint, 
press L1 to fight 
Quan Chi or L2 to 
fight Shinnok. 


FATALITY AGAINns1 SCORPION 


=>- .HP 


Passwords: 
THWMSB 
CNSZDG 
ZVRKDM 
JYPPHD 
QFTLWN 
XJKNZT 


MOTO RACER 


All the following codes must be 
entered at the Title screen. 


__Limn_CPU 30 50 Km/n 


Press Down, Down, Down, @, L1, E, 


NAW WN 


L2, Down, Down, X. 


Au Norma Tracks —  ăć 


Press Up, Up, Left, Right, Down, 
Down, W, R2, A, X. 


____ Au ReverseD Tracks 


Press Down, Down, Right, Left, Up, 
Up, @, L2, A, X. 


os. BES o a 


Press Up, Down, R2, L2, Down, Up, 
L1, X. 


"Man Race — — 


Press Up, @, Lı, Down, A, L2, W, 
Left, R1, X. 


= RaR Mo 


Press Left, Right, Left, Right, W, @, 
R1, L1, A, X. 


ieee Goes œ ~- 


Press Up, Up, Up, A, R1, A, R2, Up, 
Up, X. 


_—— Viw Coons —< 


Press @, A, E, @, A, E, Up, Right, 
Left, X. 


— iw bee —=Ż 


Press W, A, @, A, E, A, L1, Up, R2, 
X. 


NBA LIVE ‘98 


EA PRODUCTION TEAMS 


Enter the following names at the 
Custom Teams screen: 


EA Europals Hitmen Pixels 
Hitmen Al Sorts QA Campers 
Hitmen Coders QA DBuggers 

Hitmen Earplugs QA Testtubes 


Hitmen Idlers TNT Blasters 


—— -R bees å o 


Start a normal game and access the 
User Setup screen. At the User Setup 
screen, start a new username and 
enter Secrets. Press Start to confirm 
the name. Press @ to uncover the 
Secrets menu. 


To use one of these codes, go 
to the Secrets menu, highlight 
ENTER SECRET CODE, and then 
press X. After entering one of 
the codes, just press Start. 
Remember that the codes are 
case sensSitive! 


~ UNDERWATER SEAWEED COURT ~ 


Seaweed 


= HALLOWEEN TEAM Home 


Scary 


= Halloween Team Away 


Freaky 


—__InvIsiBtt Kome Team 


Cloak home 


[WISIBLE Away Team 


Cloak away 


PLAYER with EYEPAICH 


Eyepatch 


PLAYER woh Monocle 


Monocle 


EA Jogut PLAYER —ăć 


Toque 


________PRISONERS o 


Prisoners 


= Chamereon Home TEAM 


= Chameleon Away Team o ć 


Reptile 


NFL GAMEDAY `98 


Easier EGGS 


Choose Easter Eggs at the Options 
screen to enter the following codes: 


Code: 
JUICE 


HUMONGOUS 
HORSEMAN 
CREDITS 
LOUD MOUTH 
LEECH 
HATCHET 


NYSE 
REJECTION 


TOAST 


GLOVES 
BETTIS 


FIRE DRILL 
LOOK MA 
BLIND REF 
QUIET CROWD 
EQUAL TEAMS 


SHOW OFF 


VIRTUAL POLYGONS 
FLEA CIRCUS 
CPU DEFENSE 


Effect: 


Players move quick- 
ly when desperate 


Large players 

No heads 

View credits 

Loud commentator 
Tighter coverage 
Forearm shiver 
juiced 

Swim move is juiced 
Defensive players 
jump higher 
Secondary plays far- 
ther off receivers 
Better receiving 


Fans cheer if you’re 
the Steelers at 
Pittsburgh 


Fast players 

No hands 

No penalties 
Quiet fans 

Teams have equal 
abilities 

Dive then press 
Jump to perform a 


roll and then keep 
running 


Flat players 
Small players 


Better computer 
defense 


CPU OFFENSE Better computer GIPTEA Faster Players 


offense NHLKIDS Tiny players 
GD CHALLENGE Computer plays better 
WATERY Al Stupid computer 
BIG FOOT Long field goals 
THIN AIR Long field goals 
AIR STRIKE More accurate QB 


sia emilee I ONG 


If you are the first player, press Up to 
pick a Super Bowl team. If you want 


an All-star team, push Up again at the PLAYTIME Tiny players wih nomial 
layer selection screen and scroll heads and rep anats 
gnd BIGBIG Huge Players 


through by pushing L1 and L2. 


If you are second player, push Down 
to get to the Super Bowl teams and 
Down again to get to the all star 
teams. Then scroll through the teams 
by pushing R1 and R2. 


NHL ‘98 
Chal Cones 


BRAINY Big heads 


EAEAO EA Blades team 


3RD 3rd jersey if available 
Enter the following at the password FREEEA Adds developers to the free 
agent list 
screen: 
Code: Effect: 


STANLEY View winning movie 


NHL BREAKAWAY >98 ODDWORLD: 


i ABE'S ODDYSEY 
— N Menus SO 


Pause the game and press Ri, R2, ——— ev SE 
Right, Left, Ra to access two cheat 
; menus. 


taS ide 


Bet. 


Siar CHOATE wane 


At the main menu, hold R1 and 


TMAR press Down, Right, Left, Right, E, 
M ©, E, A, @, E, Right, Left. 


Movit Select 


Enter Password : 


SELEGT = Delete 
START = Enter 


At the Password Screen enter Left, At the Main menu, hold R1 and 
Up, X, ml, Down, A, E, Down. When press Up, Left, Right, W, @, A, 
you start the game you will have a W, Right, Left, Up, Right. 
Level Select, an Unlimited option, 
and a Play as Monster option. 


PANDEMONIUM 2 


PASSWORDS 
è 31 Lives — 
Level: Password: Enter the password IMMORTAL 
B . Up, ®@, A, Left, A, E, X, © 
3 Up, X, @, A, A, Down, W, Up 
4 Up, E, A, X, A, E, Up, @ 
7 A, Left, A, X, @, Left, @, X 
8 A, Right, A, Up, @, @, X, m 
9 @, A, A,X, ©, ©, m, X 


10 @, @, A, Right, A, Up, Down, 
Down 


5-4 


CE STREET FIGHTER EX 
PLUS ALPHA 


RA 
$ 


t works f er, Time Bont JS Gamt 


e Course ‘modes. To 
extra ca e the Car Go to the practice mode, then press 

enu. Mo r cursor to 

and then 1+ @. Now 


to Gara hold L: 
nell 29 bec son should say “Here comes a bonus 


+ R1 and c ji $ game.” Enter the practice mode and 


Start and press Up, Up, Right, Up, 
Right, Up, Start again. A message 


the new mode will become available. 


TEST DRIVE 4 


With the checkpoints and traffic on 
set a course record, quit, and the 
game will let you enter in a name. 


, Fish, Anchor, 
ull, Ship, fatér Name 


SALSAGE? 


ABCOEFCHTSNLUVOPORST 
VAVZOTSS50709. 78 = 
Ss kanichor, Anchor, Fish, 
Anchor, Ship 
Fisl Anchor, Ship, Ship, 
Ship, Skull 


asc OES 


Enter the name SAUSAGE. You will get 
the Viper GTSR, TVR 12/7, 69 Dodge 
Daytona, and Pitbull Special. 


PUB UI Special 


nchor, Ship, . ay. 
Fish, Fish ; 


Ship, Anchor, Skull, Fish, mL sw 
Fish, Anchor wns R: B00 Np T'S 
Skull, Ship, Skull, Skull, nenn 00 727kg 
Fish, Shil P peac SPED 13 D00 KMI 1 = 
Ship, Fish, Ship, Fish, Ship, TESTORIVE 4 
Anchor 
Anchor, Ship, Fish, Skull, 
Fish, Ship Reverse TRACKS Al NIGHT — 
ao i , Anchor, Skull, ù 
ip, Fi: 
Ship, Fish, Skull, Anchor, Enter the name KNACKED. 
Anchor, Skull 


Skull, Ship, Anchor, Fish, 
Ship, Skull 


TIME CRISIS 


Cheal Menu 


At the Main Menu, shoot the center 
of the ‘R’ twice, then shoot the cen- 
ter of the target, right above the ‘S’ 
twice. If done correctly, you’ll be 
able to increase your lives to nine, 
adjust your continues, and get 
unlimited ammo. 


TREASURES OF 
THE DEEP 


Att EQUIPMENI 


Pause the game and press Down, X, 
Left, W, Up, Up, A, A, Right, Right, 
@, @, Lı, L1, L1, L1, R1, R1, R1, R1, 
L2, La L2, L2, R2, R2. R2, R2. 


= Au MISSIONS AVAILABLE 


Pause the game and press Down, X, 
Left, W, Up, Up, A, A, Right, Right, 
@, @, Down, Right, Up, Left, A, X. 


Att Missions Comecett 


couPtete 


>; 
sox 7a 


Pause the game and press 
Down, X, Left, W, Up, Up, A, a, 
Right, Right, ©, @, E, X, X, X, E, 

A, A, &, E, X, X, X. 


ALL Weapons 


Pause the game and press 
Down, X, Left, W, Up, Up, A, A, 
Right, Right, @, @, R1, R1, R1, 
R1, Li, La, Lı, L1, R2, R2, R2, R2, 
L2, L2, Lae 


i: Banana BOMBS = 


Pause the game and press 
Down, X, Left, W, Up, Up, A, A, 
Right, Right, @, @, X, Up, a, 
Down. 


_ Compectit Current MISSION _ 


Pause the game and press 
Down, X, Left, W, Up, Up, A, A, 
Right, Right, ©, @, A, A, A, 
Down, Down, Down. 


Doustt_Timt on SHARK ATIACK 


Pause the game and press 
Down, X, Left, W, Up, Up, A, A, 
Right, Right, @, @, L2, L2, L2, 
R1, R1, R1, R2, L1. 


——— Dara Cowes = It HEAL ~~ 


Pause the game and press Down, X, Pause the game and press Down, X, 
Left, W, Up, Up, A, A, Right, Right, Left, W, Up, Up, A, A, Right, Right, 
@, @, R2, R2, R2, L2, L2, L2. ©, @, A, A,X. 


No_Currenis : 


Pause the game and press Down, X, 
Left, W, Up, Up, A, A, Right, Rig 
@, @, Rı, L1, L2, R2, X. 


` Pause the game and press D own 
Left, W, Up, Up, A, A, Right, 
e, e, X, e, A, E. 


Pause the game and press Down, X, 
Left, W, Up, Up, A, A, Right, Right, 
@, @, Ri, R2, L1, L2, R1, R2, L1, L2. 


2 a ee Pe 


Pause the game and press Down, X, 
Left, W, Up, Up, A, A, Right, Right, 
@, @, 11, L2, Lı, L2, W, @. 


__ Hunting License (No Fines) 


Pause the game and press Down, X, Pause the game and press Do 
Left, W, Up, Up, A, A, Right, Right, ‘Left, W, Up, Up, A, A, Right, R 

@, @, R2, R1, L2, L1. @, @, A, E, X, E. Zoom ina 
by holding SELECT and press | 


S S E E i 


Pause the game and press Down, X, 
Left, W, Up, Up, A, A, Right, Right, 
©, ©, A, @, X, E, Up, Right, Down, Pause the game and press Do 
Left. Left, W, Up, Up, A, A, Right, 
©, ©, E, E, @, @. Re-ente 

code to turn it off. 


Reeitt AIR AND HEALTH 


Pause the game and press 
Down, X, Left, W, Up, Up, A, A, 
Right, Right, @, @, Up, Down, 
Left, Right, X, X. 


Pause the game and press 


Down, X, Left, W, Up, Up, A, A, 
Right, Right, @, ©, E, X, @, X, E. 


SUPER SPEED 


Pause the game and press 


Down, X, Left, W, Up, Up, A, A, 


Right, Right, @, @, R1, R2, R1, 
R2, R1, R2. 


TURN OFF „GROSS AIRS AND 
PRN NEORMATION PANELS. 


Pause the game and press 
Down, X, Left, W, Up, Up, A, A, 
Right, Right, @, @, A, X, Up, 
Down. 


UNLImoED PAYLOAD Ž 


Pause the game and press 
Down, X, Left, W, Up, Up, A, A, 
Right, Right, @, @, A, Up, X, 
Down. 


THE POINT — ACTIVISION. 


La www.activision.com 
ke 


S ITS TO 
“a E SURVIVE. 


When you're busy leaping 
treacherous chasms and 
ao N swinging across deadly pits, 
you don’t have time to 
contemplate life’s mysteries... 
After all, being a legendary 
jungle adventurer suddenly 
thrust into a mystical universe 
takes a toll on the psyche. 
Besides, you’ve already learned 
7 more than the meaning of life... 
You’ve learned what it means to 


be one step from death. 


True 360° Exploration 
Scramble through city ruins, trek through 
an active volcano, and escape a prison colony 
before the final battle in the Scourge’s Lair. 


Incredible Game Mechanics 
Encounter blue lucense that causes flotation, 
exploding platforms, swinging rings, bursting 
lava pits and homing proximity mines. 


BEYOND THE JUNGLE’ 


Coming March, 1998 


TEEN 
a ' 
Activision and PITFALL! are registered trademarks and Pitfall 3-D: Beyond the Jungle are trademarks of Activision, Inc. © 1997 Activision. Inc, Licensed by Sony Computer 
Ejang PlayStation Entertainment America for use with the PlayStation game console. PlayStation and the PlayStation logos are trademarks of Sony Computer Entertainment Inc. All rights reserved. 


The ratings icon is a trademark of the Interactive Digital Software Association. All other trademarks and trade names are the properties of their respective owners. 


Å se e TINA OA 
ANEA: 
‘ 


4 


ates 5. 


CrasH Banpicoot 2: CoRTEX STRIKES Back™ . 
Tomp RAIDER™ II 
Mappen NFL™ 98 

Croc: LEGEND OF THE GopBos™ 

FIGHTING ForcE™ 
ARMORED CoRE™ 

Star Wars ° Masters or TERAS Kasr™ 

PITFALL 3D™ {| 

STREET FIGHTER EX Prus ((™ 


STRATEG! Ss. S 


‘www.bradygames.com 


PlayStation is a trademark of Sony Entertainment, Inc. 


| - Crash Bandicoot 2: Cortex Strikes Back ™8&© 1997 Universal 
Interactive Studios, Inc.All Rights Reserved. Source Code © 1996, 1997 
Naughty Dog, Inc. Alll Rights Reserved 


Tomb Raider Il, Lara Croft and her likeness are trademarks of Core 
i Design. EIDOS Interactive is a trademark of EIDOS, PLC. © 1997 EIDOS 
and Core Design. 


Madden NFL“98 © 1997 Electronic Arts. 


Croc: Legend of the Gobbos ©1997 Argonaut Software Limited. 
All Rights Reserved. 


Fighting Force and Eidos Interactive are trademarks of Core Design and 


EIDOS, PLC. respectively. © 1997 EIDOS and Core Design. $11.99 USA / $16.95 CAN / £10.95 Net UK 
Armored Core is a trademark of Sony Computer Entertainment i 
America Inc. ©1997 From Software. ISBN 1-56686-764-9 


Star Wars: Masters of Teras Kasi ®, ™, & © 1997 Lucasfilm Ltd. 
All Rights Reserved. 


Pitfall 3D: Beyond the Jungle™ Activision and PITFALL! are 
registered trademarks and Pitfall 3-D: Beyond the Jungle are trademarks of 
9 " 781566 


Activision, Inc.© 1997 Activision, Inc. 


Street Fighter EX © ARIKA CO, LTD. 1997 © CAPCOM U.S.A., INC. 
1997 ALL RIGHTS RESERVED. STREET FIGHTER is a trademark of 
‘CAPCOM CO.,LTD. CAPCOM is a trademark of CAPCOM CO.,LTD. 
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<EIROMAG- 


Our goallis' to preserve classic video game magazines so that 
they are not lost permanently: 


People interested in helping outinany capacity; 
please visit us at fetromags.com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site) please donot support them and do let us know: 


Thank you! 


